SNAKE-EYES AND STORMSHADOW FACE 
OFF IN ' SIS SE OF 2009! 


EXCLUSIVE: HEAD-SMASHING 
GRAN TURISMO KILLER! 


CHICAGO FLATTENED: 
WITNESS UNPARALLELED 
DESTRUCTION! 4 


GODFATHER II - HALO WARS 
50 CENT WATCHMEN & Ма ] 
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just may, make everyone happy. 


Nintendo: The Great Divide 
Nintendo is dominating the video game indus- 
try. So why are gamers more angry at Nintendo 
than ever? GamePro picks six games that may, 


G.I. Joe Returns! 
Only GamePro has these in-depth 
details! First see the G.I. Joe game, 
which combines the bullet-flying 
frenzy of Gears of War with the 
brutal melee attacks of God of 
War. Then check out the new G.I. 
Joe movie, toy line, comics, and 
animated series in this worldwide 
exclusive report. 


Sony's Soldiers of 


Fortune 

Sony talks turkey! 256 ways to die 
in MAG, plus exciting new details 
on the down-and-dirty Uncharted 2: 
Among Thieves. 


~ 
APRIL 200792 


ISSUE $247 Em 


GAMEPRO.COM 


GamePro interviews the director of the 
hottest sci-fi flick of 2009, and learns 
some potential spoilers. 


Keep your eyes peeled and you'll spot 
some seriously weird hidden items in 
GamePro's ulitmate video game Eas- 
ter Egg wishlist. 


neak Preview. 


Battlestations: Pacific (Xbox 360). 
Dark Void (Р53, Xbox 360) 
| Am Alive (PS3, Xbox 360 
Marble Saga: Kororinpa (Wii) 
Need for Speed: SHIFT (PS3, Xbox 360) 
Puzzle Quest: Galactrix (РС)... 


Wanted: Weapons of Fate 
(PS3, Xbox 360, РС)... 


Watchmen (PS3, Xbox 360). 


Which virtual character can captures 
the distinct essence of GamePro edi- 
tor Patrick Shaw? We answer that cru- 
cial question, plus a few more. 


From Mario and Luigi to Scorpion and 
Sub-Zero, we count down the best 
copy-and-paste jobs in gaming. 


50 Cent: Blood on the Sand (Xbox 360)... 
Afro Samurai (Xbox 360). 
Avalon Code (05) 
Big Bang Mini (DS) ... 
The Godfather ІІ (PS3, Xbox 360) 
The House of the Dead: Overkill (Wii). 
Halo Wars (Xbox 360 
Puzzle Quest: Galactrix (DS; 
Resident Evil 5 (Xbox 360) 
Star Ocean: The Last Hope (Xbox 360 


Sonic's Ultimate Genesis Collection 
(Xbox 360)... 


Street Fighter IV FightSitck: 
Standard Edition (PS3, Xbox 360) 


Street Fighter IV FightSitck: 
Tournament Edition (PS3, Xbox 360)... 


Valkyrie Profile: Covenant of the Plume (DS)... 
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Feedback 8 


Another month, another white-hot ex- 
clusive! GamePro's got the full scoop on 
everything С.І. Joe, including the innova- 
tive new game from EA, the new toy line 
from Hasbro, the new mature-themed ani- 
mated series С./. Joe: Resolute, and a new 
graphic novel series. And if that slick Su- 
per Bowl trailer didn't do it for you, we've 
got plenty of information on the upcoming 
film G.I. Joe: Rise of Cobra, too. 

The Wii story this month (page 52) is 
especially timely. Features editor Dave 
Rudden did a tremendous job analyzing 
the whereabouts of Wii: where it's been, 
where it's going, and what it needs to do 
to get there. Wii remains one of the most 
controversial game consoles of all time— 
it's hugely successful, but not accepted 
by many hardcore gamers—and the story 
serves as both a ray of hope and a cau- 
tionary tale. Also, don't miss our world- 
exclusive preview of Need for Speed: 
SHIFT, and some frank interviews with 
the developers of MAG and Uncharted 2: 
Among Thieves. 

One more thing: GamePro magazine 
will be getting a visual upgrade soon, and 
we're already cobbling together plans. 
Don't worry about massive, disruptive 
changes: our goal is to upgrade the look 
of GamePro while retaining the compre- 
hensive scoops and game info you love. 
If anything, this "new" GamePro will give 
you even more for your money—a key 
consideration in this difficult economy. 
Keep your eyes peeled... 


Sid Shuman 
Senior Editor 
sid_shuman@gamepro.com 
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WE me THEM 
_ STRAIGHT TO YOU 


"PLAY GAMES AS LONG 
AS YOU WANT 


_ № ~ GAMES AND GET | 
am MORE FROM YOUR LIST 


START NOW FOR шт °8.95 
www.gameily.cem 


Qu Sul Aur account, your credit card will be 


PLAYSTATIONS PlayStation.e C гу Bc 360 


NINTEN 590%. 


YOUR SCREEN SHOT GATEWAY TO GAMING. 


Alongside Cole's ability to supercharge electricity like a conduit from the Greek god Zeus, he's 
also an urban explorer, capable of traversing the cityscape of Empire City with ease and flourish. 


INFAMOUS 


VELVET ASSASSIN STREET FIGHTER IV 


Backbreaker features the most realistic physics system we've ever seen, and 
no game demonstrates the super sweet technology better than football. 


BACKREAKER 


Knothole Island is the first downloadable expansion to Fable Il and 
has players questing the remote island off the coast of Albion. 


FABLE П: KNOTHOLE ISLAND 


STORMRISE DCUNIVERSE ONLINE 


LSN 


Gaba-doosh! Get close to the alien enemies of the 
Bermuda Triangle to initiate a one-hit melee attack. 


DARK VOID 


MONSTERS 


FALLOUT 3: OPERATION ANCHORAGE 


Uf 


got milk? 


muscle and a unique mix Of nutrients us refuel. So eat right, tr n 
and drink lowfat or fat free milk. Slam some down and'go. ^ 2 


Боду milk. 


ww w.bodybymilk.com 


CHRIS PAUL ©2009 AMERICA'S MILK PROCESSORS. 


SACRED 2: FALLEN ANGEL MINI NINJAS 


We've never heard of Venetica before, but this wispy 
witch reminds us of the sultry Bayonetta. Yum. 


VENETICA 


И a 
Томв RAIDER: UNDERWORLD—BENEATH THE ASHES DEADLY CREATURES 


*5 out of 5 stars. Editor's Choice." 
— PlayStation: The Official Magazine 


| | ® 
“А guaranteed stunner for the PS3. 
5 out of 5 stars" — GamePro Magazine 1 т 


From your first step off the landing craft, you're 
thrown into the most intense battle of your life. 
Facing an overwhelming enemy on their own toxic 
planet, this is war at its best. And worst. And it's 
only possible on the PLAYSTATION?3 system. 


ШАШ Only On PlayStation. 


Blood and Gore 


Intense Violence KILLZONE.COM 
Strong Language 4 у p F?z. ж, 


PlayStation:Network 


nc. The PI 


by Guerrilla. ©: 


ark of Sony Computer E 
Europe. Develop 


rademarks and "PS3" is a 


К of Sony С 


AWESOME 


пе 
Hits x 30 


SOULSX2 


Lead character Ayumi's weapon of choice is the pistol-blade, > 
which she uses to destroy just about anything and everything. 


X X-BLADES: 


‘COMMAND & CONQUER ВЕ 


The cool thing about FUEL is that it's an open-world racing game with crazy 
weather effects that you'll race through, including sandstorms and tornadoes. 


“FUEL рѕз, хв 
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Watch all new 

= NARUTO anime 

қ FRESH from JAPAN 
e naruto.com 


545427 


Get Ready for 8 


NINJA BARRAGE! 


MORE NARUTO MANGA FASTER THAN EVER! 


On Sale Now! On Sale March 3, 2009 On Sale April 7, 2009 
Volumes 34, 35, 36, 37 Volumes 38, 39, 40 Volumes 42 and 43 
with exclusive bookmarks with exclusive bookmarks 
Volume 41 Volume 44 
with exclusive stickers with exclusive stickers 


ЈОНР 


THE WORLD'S MOST POPULAR MANGA 


WwWw.viz.com 


To learh more about ROW Ww got MD t ) $4,300 a ‘month. ith hs Navy. пао лане“ :N AV | 
Degree соро: Program (BDCE) их going is е visit PE A E К 
2 "e 2008. Paid for, p thé + 5 ot All rights; reserved 1 


Terminator Salvation Movie Details. . . Page 18 
GamePro's Ultimate Street Fighter IV Giveaway . . . Page 21 


GAMES. GOSSIP. GEAR. ‘ge Easter Egg Wish List... Page 22 


Console Customizable Character . . . Page 24 
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In inFamous, due this spring for the PS3, Cole has a variety of techniques at his disposal. 
Here's what we think the sandbox superhero did to this formerly functional gas station. 


building when he spotted a few enemies. He / sign to distract the enemies and power-up 


1 Cole started out perched atop this industrial ғ ..electricity from the light on the gas station 
Slid along the power line, sapping... for his assault on them, which began with... 


| knocked back the enemies with a force electric charge. 


3 ...а force jump through the roof of the pump area, which 
Just then, he spotted an enemy scurrying into the store... 


саг. All that remains is... / electric beat-down of their lives. 
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4 ..which he promptly blew up with his grenade-like electricity 5 „Љу frying and tossing their 6 „лмо unlucky saps aboutto get the 


balls. Finally, he took care of the enemy's getaway vehicle... 


— І 


DIRECTOR McG UNVEILS 
IMPRESSIVE NEW." ~ 
FOOTAGEOF 27-7 
TERMINATOR SALVATION 
AND EXPLAINS WHY | 
“THIS FILM BELONGS TO ' 
THE FANS." 


"т completely out of my/element. Ten years 

of writing about video games, and here | am: 

standing in the lobby of the majestic Directors 

Guild of America building in sunny Los Angeles, 

waiting to see 20 minutes of new footage 
from Terminator Salvation, the film that promises to 
reboot the classic science fiction series with a new 
star (Christian Bale!), new terminators (the 30-foot tall 
Harvester!), and an entirely new premise (Judgment 
Day has already happened!). Like many gamers, I’m 
an enormous fan ofthe firsttwo Terminatorfilms. Like 
many gamers, I’m still pissed about Terminator 3. 

Sitting in the plush theater, | feel like | һауе no idea 
what I’m doing—there are по familiar faces among the 
crowd, which is packed full of Hollywood Reporter- 
types and studio execs with weird, bleached-blonde, 
translucent combovers. What ће hell am | doing here 
again? | momentarily debate leaving, or at least going 
outside to sneak a smoke, when the director of Termi- 
nator Salvation abruptly takes the stage. The bright- 
eyed director, whose name is simply "McG," talks a 
great deal about "honesty and respect for the audi- 
ence," how Christian Bale initially declined the role of 
John Connor (he thought the early script sucked), and 
how tough it would be to follow in the footsteps of 
writer/director James Cameron's first two Terminator 
films. It'S typical Hollywood back-patting and does 
little to quell my long-standing ambivalence about a 
fourth Terminator film. 
Then the new footage begins and | think, Wow, 

this McG fellow might just pull this thing off after all. 


PASSED JUDGMENT 

Bathed in an otherworldy silver tint, the first scene 
opens in 2018. Starving Judgment Day survivors 
enter a dilapidated 7-11 gas station to rummage for 
food and supplies. The group is led by Kyle Reese, 
a teenaged counterpart of the protagonist from the 
first film, accompanied by some hardscrabble survi- 
vors and a darkly mysterious new character named 
Marcus Wright. The group is ambushed by a group 
of heavily armed looters, but the love-in is inter- 
rupted by the appearance of the Harvester—a tower- 
ing, howling sentry robot that comes courtesy of the 
homicidal supercomputer Skynet. Smashing into the 
convenience store and scooping up screaming hu- 
mans, the Harvester quickly gives chase to Kyle and 
Marcus's group, deploying several new terminator 
models—the two-wheeled Moto Terminators—in a 


SAL 


high-speed chase that had me gripping my armrests. 
Not bad, not bad at all. 

First things first: why is the Harvester abducting 
human survivors? McG doesn't answer the question 
directly, mentioning instead that the film finds Skynet 
preparing to unveil its latest creation, the iconic T-800 
model that was portrayed by Arnold Schwarzeneg- 
ger in the first three films. The T-800 is smaller and 
tougher than its T-600 predecessor, and hides its 
hardened titanium endoskeleton beneath a layer of 
lab-grown flesh—a much more convincing disguise 
than the T-600's crude rubber skin. "It's like creat- 
ing the polio vaccine," McG tells the crowd, because 
“you've got to go through a lot of lab rats. Unfortu- 
nately, in this movie, [humans] are the lab rats." 

A later scene showed Christian Bale as John 
Connor wrestling with another Skynet creation, the 
snake-like "Hydrobots," which yank Connor's air- 
borne helicopter into a murky pond. This triggered a 
tense scene as Connor trudged through the muddy 
waters, dodging the wriggling Hydrobots and making 
his way to shore, where he meets the mystery man 
himself—Marcus Wright, played by Sam Worthing- 
ton. The new scene from the film reveals that Marcus 
is, well, a terminator. But it might not be so simple: 
judging by his wounds, Marcus at least appears to 
have a terminator-style metal endoskeleton. McG 
cautioned the crowd not to jump to conclusions, say- 
ing "it's not what you think...don't believe what you're 
seeing. There's more to it." 

Terminator Salvation hits theaters in May, along- 
side a sequel game for the PS3, Xbox 360, and PC. 


Is he or isn't he? John Connor grills suspected Terminator 
Marcus Wright in a scene from Terminator Salvation. 


John Connor's secret weapon: a profanity-laced diatribe t 
that explodes the Internet. Take that, Skynet! 


K 
М 


THE GAMEPRO O&A 


THE TERMINATOR SALVATION DIRECTOR 
TALKS GAMES, CLASSIC SCI-FI FLICKS, 
AND R RATINGS. 


So, wow. Based on the footage you showed, it looks like you might pull this 
thing off. That's only my opinion, speaking as a major fan of Terminator. 
Well, I'm you. | grew up on Terminator and | wouldn't want to see a sh*tty film. 
| know that it's the privilege of the audience to be skeptical of the guy who 
made Charlie's Angels, but | would counter that as a filmmaker you do what's 
right for any given project. | want to get away from being the cheerleader and 
letthe film speak for itself. 


If Terminator Salvation succeeds in reinvigorating the franchise, would you 
be interested in trying out an Alien picture? That's another classic sci-fi series 
that could desperately use a new perspective... 

I hadn't thought of it! Who knows...It's funny that you mention that, boy would 
l like to see somebody like [Watchmen director] Zach Snyder say, "hey, I'm do- 
ing the new Aliens!" Guys like you and | would say, "holy sh*t!" You know 
what | mean? 


You've talked a bit about the possibility of PG-13 versus R ratings for 
Terminator Salvation. Have you tip-toed any closer to a final decision on the 
film's rating? 

We've given zero thought to the rating. There's no way Christian Bale would 
tolerate that—you can't tell Bale to "do it this way" to hit a particular rating. 
We just make the movie that we think is the most compelling, and we do it in a 
tasteful and elegant way. Terminator Salvation very well may be an В, but I'm 
not hung up if [we made a few cuts] without a compromise and it ended up 
being PG-13. | don't want fans to feel violated by that. Do you feel violated by 
The Dark Knight? | don't! But | suspect we'll be А. The one who would care the 
most is Jeff Robinov [Warner Bros. president of production], and he looked at 
me and said, “1 don't care." The Matrix pictures were В, and look at what they 
did for Warner! 


How much input did you have into the Terminator Salvation video game? 
A lot, the video game follows the Barnes character. We're monitoring the 
game, and it has a great deal to do with this story. That also reminds me of the 
TV show, for example. Forthe film, we chose to follow the storylines ofthe first 
two films and largely let Terminator: The Sarah Connor Chronicles do its own 
thing. You have to do what's right for the larger mythology. 

And that video game better be good, or I'm gonna be pissed [laughter]. 


The T-600 wears rubber skin to fool its prey. Stupid prey, if you ask us. 
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SPAWN POINT 


9. ROADKILL 
Don't remember Road- 
Kill? Well, you're not 
alone. Despite be- 
ing a blatant rip-off of 
Twisted Metal, this ob- 
一 - scure  combat-based 
racing game was actually quite good. 


8. EXCITE BIKE 

Ta Іп Excite Bike for the 
NES, smacking into a 
rival racer by getting 
in front of them and 
hitting them with your 
rear tire results in caus- 
ing them to tumble over along with their dirtbike. 


7. HALO SERIES 
К 7 


Sure, the Warthog may 
be a grenade mag- 
net, but if you perform 
enough evasive driv- 
ing, you'll soon learn 
that nothing's better 
jon powersliding into an unlucky Spartan soldier 
to rack up the sweet vehicle kills. 


6. DIE VARD TRILOGY 
The true fun of Die 
Hard Trilogy is mowing 
over pedestrians with- 
“= out suffering any con- 
siquences. As a matter 
of fact, if you switch to 


rad Ni 
a first person perspective, hitting innocents with 
your car smears their blood on your window, which 
you can conveniently remove with your car's wind- 


shield wipers. 


5. 5. DEAT H RAC 


Death Race had play- 
ers racing on differ- 
ent tracks in U.S. cities 
while mashing pedes- 

trians before the timer 
#5= ran out. Опе of the 
coolest things about the game was the hail of mis 
siles would automatically blow your vehicle to 
kingdom come. 


лвнинлавивла 


One of the biggest reasons we play 
video games is to engage in actions that 
normally frowned upon in society. It is 
for that reason that driving and vehicular 
manslaughter has become a match 
made ip gaming heaven. 


4. DEAD RISING 


You haven't truly com- 
mitted à zombie mas- 
sacreuntil you've taken 
à sportscar or van on a 
spin through a sea of 

* zombies below or on 
the courtyard of the Willamette mall, destroying 
dozens of them every second. 


UNREAL TOURNAMENT 2004 

While the navigation 
of the Scorpion can be 
а bit unwieldy--some- 


times inadvertently 
running over team- 
mates, for instance— 


the razor-sharp retractable twin-blades are sure 
to take out anyone in its path of destruction. And 
nothing is more sastifying than running over 
the opposing team at full speed than the bone- 
crushing joy of forming human waffles via UT2K4's 
Manta hovercraft. 


2. CARMAGEDDON 


P In the infamous Car- 
а 17% mageddon games, not 


only are you encour- 


| : ~ aged to  heartlessly 
` "S at | splatter as many pe- 

‚Л e E 
Е E destrians as possible 


with your vehicle while racing around a track, 
but you're also awarded points for smashing into 
them in "artistic" ways like pancaking their bod- 
ies in between the front of your vehicle and the 
side of a building. 


1. GRAND THE 


FT AUTO SERIES 

Theres по denying 
Grand Theft Auto has 
been the standard 
bearer for vehicular 
manslaughter. Saints 
Row, Scarface, The 
Godfather, and others 
may ably imitate GTA, 
but the series is still the 
best around, as are its 
infamous automobile 
aided fatalities. 


Mass EFFECT 2 DEEP IN 
DEVELOPMENT 


Mass Effect returns to the Game Develop- 
er's Conference with a session on Bioware's 
level design process for its upcoming se- 
quel. Hopefully, it will reveal greater details 
about what's to come. 

THE VERDICT: There's no doubt that the 
best sci-fi action game ever will be as fan- 
tastic as the first, and we're anxiousto learn 
more about the game design process. It 
may even turn outto be a top contender for 
Game of the Year. 


THE Сомршт CAN Do IT 


The shooter that visually sets it apart from 
most Wii games appears to be looking bet- 
ter and better as time goes on. The develop- 
ment process seems impressive enough to 
be on par with PS3 and Xbox 360 games. 
THE VERDICT: Whether this game can help 
the Wii shed its reputation for the lack of 
“hardcore” games is yet to be seen; it’s 
going to need more than a few graphical 
improvements to win hardcore gamers 
over with a Wii Remote in hand. 


PS3 Price CUT POSSIBLE? 


With Sony cutting the cost of components 
used to build a PS3, it is rumored that con- 
sumers will be seeing a price cut in April. 
Those PS3 exclusives and Blu-ray playback 
may soon be within your price range. 

THE VERDICT: Whether these hardware 
revisions will lower PS3 prices or not, Sony 
still has to make up for a lot of lost reve- 
nue to see profits, so don’t bet on a cheaper 
console just yet. Unfortunately, it may be 
a few more months before we'll see a 
notable drop. 


Square: No FFXIII TILL 2010 


Square Enix announced that while Final 
Fantasy XIII may hit Japan by the end of the 
year, it won't be released in North America 
until April 2010. 

THE VERDICT: The longer we have to wait, 
the higher the expectations. Fans who have 
been anxiously anticipating the release 
of this game will likely build up greater 
disappointment in the localization of the 
final product. 


INDIANA JONES (GAME) 15 DEAD? 


That Indy game we've been drooling over 
for years may be vaporware. Last year's 
Lucas Arts lay-offs may have meant the 
cancellation of the stagnant title. 

THE VERDICT: It's already years behind on 
development, so it’s no surprise that one 
of our beloved franchises has been shut 
down. Lucas says they're dedicated to the 
Indy franchise, but didn't specify if it was 
the game we've been warily watching. 


In the past few weeks, the GamePro offices have been 
home to more brutal beatdowns than a UFC octagon. 
The entire staff has become obsessed with Capcom's 
Street Fighter IV; deadlines are stacking up, emails 
are going unanswered and phone calls unreturned— 
all in the name of Hadokens and Sonic Booms. Best 
of all, we're playing in style thanks to the mad dogs at 
Mad Catz who hooked up us with a set of their sublime 
Arcade FightSticks. After seeing how superior these 
controllers were to the stock PS3 and Xbox 360 con- 
trol pads for virtual combat, we decided we needed 
to share the wealth with you, our loyal readers. That's 
why we've teamed up with Mad Catz for an Ultimate 
Street Fighter IV Giveaway. 

They were generous enough to send along a ware- 
house full of schwag that includes their entire Street 
Fighter IV lineup. Two grand prize winners will receive 
acopy of SFIV and the insanely awesome Mad Catz Ar- 
cade FightStick Tournament Edition; two second-place 
winners will receive the just as amazing Mad Catz Ar- 
cade FightStick Standard, and multiple runners-up will 
get slick Mad Catz FightPads, SFIV themed Controller 
Faceplates, Console Skinz, and Wall Scrolls. 


Fi or GamePro.com on 


AKIRA 

Originally released in 1998 to record audiences 
in Japan, Akira's awesome hand-drawn visu- 
als made quickly developed a cult following and 
brought Japanese anime to the masses in Amer- 
ica. Even if you can't make sense of the convoluted 
plot (something about resistance groups and peo- 
ple with fearsome psychic powers), Akira packs an 
eyeful in every frame, right down to facial move- 
ments drawn to match the spoken dialogue. This 
Blu-ray version features a Dolby True HD audio 
track, a picture struck from original materials, 
trailers, storyboards, 32-page booklet, and more. 
bandai-ent.com 

$49.98 (Blu-ray) 


QUANTUM OF SOLACE 

Quantum of Solace was a big moneymaker when 
it was released last November—thanks, in part, 
to more emphasis on action along the lines of a 
Bourne Identity movie. Picking up immediately 
where Casino Royale left off, Bond seeks revenge 
on the organization that inadvertently caused the 
death of the woman he loved, even if his superiors 


don't approve of his rogue actions. Daniel Craig 
plays 007 for a second time, and he's joined by Judi 
Dench, Mathieu Amalric, and Gemma Arterton. 
sonypictures.com 

$39.99 (Blu-ray); $34.00 (DVD Special Edition); 
$29.98 (DVD single disc) 


PINOCCHIO: 

70TH ANNIVERSARY PLATINUM EDITION 
If the recent Sleeping Beauty Blu-ray is anty indi- 
cation, fans of Disney’s immortal 1940 animated 
feature, Pinocchio, should be in for a real treat. 
Digitally restored and remastered with a 7.1 DTS- 
HD Master Audio track, Pinocchio follows an an- 
imated wooden marionette and his journey to 
become a living boy. The whale sequence is un- 
forgettable. Winner of two Academy Awards: 
Best Original Music Score and Best Original Song 
(“When You Wish Upon a Star”), the 70th Anni- 
versary Edition is loaded with extras, including 
never-before-seen gems from the Disney vault. 
disneydvd.com 

$35.99 (Blu-ray); $29.95 (DVD) 


FIGHT NIGHT ROUNP 4 


Forget obvious ring leg- 
ends like Muhammad 
Ali and Sugar Ray Leon- 
ard. How about letting 
us sink our fists into a 
secret selection of hu- 
man punching bags? 
We'dloveto spend a few 
rounds deforming Uwe 
Boll's smug mug, or take out our economic frus- 
trations all over Alan Greenspan's sour puss. 


Probability: Don't hold your breath. 


WANTEP: WEAPONS OF FATE 


Okay, admit it: when you first 
saw James McAvoy bending 
bullets, part of you wondered 
when Keanu Reeves was go- 
ing to appear in sunglasses 
and a trench coat. Might we 
suggest a goofy hidden boss 
battle with Neo himself, with 
perhaps a few Agent Smiths to mix things up? 


Probability: Not bloody likely. 


BATMAN: ARKHAM ASYLUM 


Everything about the caped 
crusader's next game looks 
grim and pitch dark, but 
Arkham  Asylum's a big 
place. Perhaps in some for- 
gotten cell of the crumbling 
institution there's a padded 
cell done up like the campy 
1960's TV show, complete with a gibbering, strait- 
jacketed Adam West. 


Probability: Pretty much zip. 


Geek Speak П.П 


Big words, small type. 


NPC: 


love uneartt 
r work. He 
—Cameron Lewis 


DRAGON AGE: ORIGINS 


Yeah, we know Bioware’s 
spiritual successor to the 
Baldur's Gate series isn't 
even officially a Рип- 
geons & Dragons game, 
much less set in the For- 
gotten Realms universe, 
but few self-respecting 
pencil-and-paper role- 
players would complain if Drizzt Do'Urden him- 
self made an appearance. 


Probability: You can bet your bottom dollar 
there'll be a white-haired dead ringer for the Drow 
hero somewhere. 


THIS IS VEGAS 


Strippers, pit bosses, and 
high rollers? Yawn. Wayne 
Newton, Barry Manilow, and 
Cirque du Soleil? Spare us. If 
there's one aspect of Sin City 
we'd love to see replicated 
in a virtual Vegas, it's Penn 
& Teller's awesome blend of 
magic, comedy, and audience participation. 
Probability: Slim, but not entirely outside the 
realm of possibility. 


TOM CLANCY'S SPLINTER 
CELL: CONVICTION 


We're a little worried about 
this one because of its 
many delays, but we know 
one way to get Sam Fisher's 
aging heart pumping again. 
Throw Jack Bauer into the 
mix as an unlockable re- 
placement character, and you just know bad guys 
are going to get put through a violently inventive 
ringer. Plus, we could listen to Kiefer Sutherland 
yell ^we're running out of time!" all day long. 


Probability: Not in this lifetime. 


Зћог ог “non-player character.” Any character whose behavior cannot be directly adjusted by the player, 


and is instead controlled entirely by the rules defined by a game's art 


Patch: 


al intelligence programming. 


A piece of downloadable software that updates a game's code to fix defects or add features not 
available in the original retail release. Sometimes euphemisms that mean the same thing but carry 
less of a stigma are used instead, like the Xbox 360's "title updates." 


AoE: 
Short for "area of effect." Defines the radius inside of which a particular special ability will influ- 


ence the world around a character. Such abilities often slow or damage foes, 


asten or heal allies, 


or manipulate the nearby environment to some advantage. 


г Ill...God of War |И...бод of War Ill... 


| recently flew to L.A. to see about 20 minutes 
of new footage from the film and, despite my 
tremendous skepticism, | was really impressed 
by the acting, universe, and action sequences. 
If the final film is half as good as the footage | 
saw, Salvation will wash the taste of Terminator 
3 out of our heads once and for all. And don’t 
even start with me about Terminator: The Sarah 
Connor Chronicles... 


For my part, I’ve been buying 
more Xbox Live and PlayStation Network 
games to get my fix. | heartily recommend 
Crash Commando and Puzzle Quest for PS3, 
and Geometry Wars: Retro Evolved 2 and 
Castle Crashers for Xbox 360... 


Why not go download-only for PSP games? 
The handheld is already equipped with Wi-Fi 
and a capacious Memory Stick, and ditching 
UMD would drastically reduce game load times 
(still a big problem for PSP games) and halt 
UMD piracy as well. Sony could even release 
a thinner, cheaper PSP that ditches the UMD 
drive altogether. Whaddya say, Sony?... 

I spent my winter 
months playing the secret Nazi Zombies co-op 
mode in Call of Duty: World at War (beat the 
campaign mode to unlock it). Not only do | like 
it better than Left 4 Dead—it’s more replayable 
and dynamic, in my eyes—but it’s probably 
the best overall zombie game I’ve ever played. 
Memo to Treyarch: add more maps, enemies, 
and weapons and release Nazi Zombies as a 
standalone $9.99 Xbox Live and PSN game. 
The fans will thank you... 

Q p t ope 

My guiltiest pleasure is watching the original 
Star Trek series in HD with re-mastered special 
effects. Kirk was such a pimp on that crazy old 
show... 4 niPod Check 
out Rolando, a blatant LocoRoco clone that is 
actually better than its source material. Don't 
believe me? Play for yourself... 
) An old buddy of mine, Derek 
Denlinger, will be reviewing a new iPhone game 
every day. Treat him gently, guys... * F | 


Ocus Shoot me an email and let me 
know what you think... • BioShock 2...BioShock 
2...BioSh... 


Pwned this month: 
UMD games 

Gamer wallets (again) 
Commie Nazi Zombies 
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e-mail Sid: 
sid_shuman@gamepro.com 
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А world of choices 
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Zoey 


(Left 4 Dead) 

| 1 Assists Francis, Louis, and Bill, who may or may not be very helpful 
when controlled by computer АЛ. or inexperienced players online. 
If she dies, she'll re-spawn in another location. 


Sheva Alomar 
(Resident Evil 5) 


Teamwork: Assists Chris Redfield, often as A.l., 
but hopefully as a second player. 


Survival: If she dies, it's game over for Chris, too. ГИ 


First Aid: Chews on medical herbage with healing powers. [mu Carries the fanny pack of med kits, popping pills like candy. 
Zombie Difficulty: Fights slow hoards of zombies with more HP, Г Fights fast swarms of zombies with less HP but vomits on your friends, 
requiring more ammo and evasive tactics. 
Melee Combat: Uppercuts or roundhouse kicks zombies. ШЯ- 1 Shoves or pistol whips zombies. 


attracting more ravenous reanimated corpses to your group of survivors. 


PALETTE- НАР? 


Куо апо Кеп 
(Street Fighter) 


89. 


While some may have argued that Street 
Fighter 2's depiction of Ryu and Ken utilized 
palette swapping, a true palette swapping afi- 
cionado would know that only the original and 
extremely crappy Street Fighter exploited the 
swapping of palettes. 


ZR Green and Red Коора 
(Super Mario Bros.) 

Mario's made a living killinng these hapless tur- 

tles with their ability to combat the oppressive 

plumber. Red Koopas traverse a small sect of land, 

walking back and forth, while their green counter- 

parts willingly walk off cliffs to their demise. 


НЕ 9 GRE 
PED 


Red and Blue Octorok 
(The Legend of Zelda) 


The Blue Octorok usually takes two 


mE 


sword thrusts to its skull before it's put out of its 
misery, which could be seen as an accomplish- 
mentto some. Actually, only to the one-shot won- 
der known as the Red Octorok would that seem 
like an accomplishment. 


Mike Tyson and 


H9 Mr. Dream (Punch-Out!) 


A few words of advice to you celebrities who want 
to avoid getting palette swapped in your own video 
games. Don't get sent to prison on rape charges, 
don't assault motorists after you crash your car 
into theirs, and don't bite the ears of your oppo- 
nents during highly-publicized athletic contests. 


EATEST 
мык пате ast 


iron K Koehn 


Zombie Marine and 
Zombie Sergeant (Doom) 


= 


As a zombie soldier, there is no higher honor than 
to be promoted to Zombie Sergeant, and with this 
sizable promotion comes big perks. Such perks in- 
clude a shotgun, a new black uniform, and a two 
level respite until the space marine comes and 
shoots in his brain-eating face. 


#4 Red, Green, and Blue 
Slime (Dragon Quest) 
Unlike the flash in the plan Octorock, however, 
the slime actually has its own exciting line 
of games in Japan, where | guess you slime 
things or something. 


Scorpion and Sub Zero 
(Mortal Kombat) 

Turned the art of making new characters from 
other, different-colored characters into a science. 
After riding the success of its first batch of swap- 


заа 


ees (Scorpion, Reptile, апа Sub-Zero), 
Noob Saibot. 


Midway 


| 


dA Inky, Blinky, Pinky, and 
Clyde (Pac-Man) 


Did you know that each of the four ghost haunt- 
ing Pac-Man have their own names and personal- 
ities? And that each of them has a different tactic 
to preserve the precious dots from the greedy 
yellow circle? No, well now you know better. Pac- 
Man is not just Pac-Man. 


| Mario ond Luigi 
(Super Mario Bros) 


Throughout most of their gaming lives, Mario 
and Luigi had little to set them apart besides their 
outfits. Thankfully today we've got the ways to 
tell them apart. We're guessing Peach is happy 
too, since she won't have any more mix-ups in the 
bedroom. The 8-bit era was a craaaaazy time. 
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PREVIEWS 


You've seen behind-the-wheel views in racing games before, but you've never experienced 
realistic g-forces from this perspective like in Need for Speed: SHIFT, ever. 


NEED FOR SPEED: SHIFT 


Need for Speed shifts out of reverse and floors it back onto the track. 


a= о 


surnamed SHIFT, is driving the faltering fran- 

chise out of a free spin in the dirt and shift- 
ing the focus back into high gear on the highway 
to new success. 

It’s no secret that last year's Need for Speed 
Undercover was met with harsh criticism followed 
by rampant rumors that the Need for Speed devel- 
opment team, Black Box, was to be shut down. So 


T henewest game in the Need for Speed series, 


when EA wanted to show GamePro the new Need 
for Speed: SHIFT, we were skeptical that the out- 
come would be anything more than another cash 
in on the brand name, which sells surprisingly well 
despite fail-worthy review scores. That's why when 
we played SHIFT, we were astonished by how au- 
thentic and good the game is and how serious EA is 
about digging Need for Speed out of the dirt. Enter 
Need for Speed: SHIFT; new parts, same model. 


This is Need for Speed: SHIFT in its pre-alpha stage, 
and as you can see the graphics are already smoking. 


BEHIND THE WHEEL & FEELING MYSELF 
Need for Speed SHIFT throws all the old Need for 
Speed arcade racing features outthe window and 
doesn't look back. There's no nitro boosting or 
slow motion, and "you're not going to experience 
cops and robbers in SHIFT,” says lead designer 
Andy Tudor, as SHIFT focuses on the authentic- 
ity of circuit racing and simulated fast and g-force 
experience of what it's like to really drive a ridic- 
ulously powerful race car at high speeds. Out of 
the 80 plus cars, the few top-end cars available 
for the early demo included the Audi RS4, Lotus 
Elise 111R, Pagani Zonda F, and Porshe 911 GT2 


justto name a few. 

What we mean by the "driver's experience" 
is that Need for Speed: SHIFT features some- 
thing special, yet subtle, that you've never expe- 


rienced before in a racing game. It's that playing 
Need for Speed: SHIFT feels more like driving a 
real car than any other game in the racing simu- 
lation genre, possibly even Gran Turismo with its 
near photo-realistic graphics, thanks to a camera 
system that shifts from side to side and forward 
and backward based on the gravitational forces 
experienced while driving. 

When playing Need for Speed: SHIFT, your 
head slams against the seat and the view pulls 
backwards when you accelerate, jerks forward 
when you brake, and sways from side to side in 
turns and corners, but not to the point of outri 
nausea. The tightly tuned camera feels as though 


Use the Right Thumbstick like a first-person shooter in behind-the- 
wheel view to look around the car's hyper-detailed interior cockpit. You 
can even watch the driver feather the clutch and shift gears in real time. 


it’s attached to your head at eye level and is most 
noticeable and best experienced from the behind- 
the-wheel cockpit view. This may be only a subtle 
trick of the camera, but trust us when we say this 
is a major step forward for all racing games. Don't 
knock it until you've experienced it! 

Tudor describes Need for Speed: SHIFT as 
the "first-person shooter" of authentic racing 
games. Comparing SHIFT's driver experience to 
games like Gears of War and Call of Duty, Tudor 
says the game "doesn't focus on having 50 tracks 
and 1,000 cars" like Gran Turismo and Forza, 
“but takes first-person shooter characteristics" 
into account. How, exactly? Tudor points to au- 
dio and visual cues, such as heavy breathing and 
disorienting concussion effects, made famous in 
games like Gears of War. "Those are the elements 
we wanted to capture in SHIFT," Tudor explains. 
"The game really focuses on the driver." 


CRASH NUMBING 
To remain true to an authentic driver's experience, 
crashing your car will slam the camera around and 
cause your vision to blur and become hypersensi- 
tive to light depending on the strength of the im- 
pact. The disorienting brain concussion effects 
only last for brief moment, but for anyone who 
has experienced a car crash, or had their brain 
vigorously jarred, will be immediately reminded 
of the nauseating feelings. Likewise, driving at 
high speeds will introduce blur and tunnel vision, 
which makes the passing scenery smear into a 
streaky blur. You won't care—you'll be too busy 
eyeballing that rapidly approaching hairpin turn. 
The high-end race cars, which look 
meticulously detailed even in the pre-alpha 
stage of development, crumble, scratch, and 
splinter in collisions. You'll see bits and pieces 
of your car shatter off and sparks fly in a realistic 


fashion during high speed crashes. It's nothing 
revolutionary, but you won't find damage effects 
of this caliber in Gran Turismo. 


RED, YELLOW, GREEN, AND GOLD 
It'S a new dawn and a new day for the Need for 
Speed series. Slightly Mad Studios has the racing 
simulation pedigree—previous games include 
GTR and GTR2—and the game already has us 
screaming out the window like a mad dog ask 
“Please sir, can | have some more?" So strap on 
your five-point harness seatbelts and get ready 
for the most immersive, sensory racing game 
you've ever experienced. Need for Speed: SHIFT 
is coming in late 2009, and you don't want to 
miss this extremely promising evolution of the 
simulation racing genre.—Travis Moses 


Cars do get damaged in Need for Speed: SHIFT, splintering and crumbling upon impact. Depending 
on the impact strength, you'll even experience symptoms of a concussion including blurred vision 
and light sensitivity for a short period of time after a crash. 


CONTINUED | 
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Need for Speed: SHIFT is poised for quality not quantity. There are roughly a few dozen cars to earn and 
an even smaller amount of tracks, but you'll be a race car master of each vehicle by the end ofthe game. 


NEED FOR SPEED TRIO 


Alongside the sim-heavy racer Need for Speed: SHIFT, Electronics Arts has 
two more Need for Speed games in the works. Here's the straight scoop. 


NEED FOR SPEED NITRO (WORKING TITLE) 

In development by EA Montreal, Need for Speed NITRO brings back the fa- 
miliar and best features from past Need for Speed games— drifting, dragging, 
cops—and blends those features with the Nintendo Wii and DS's gesture and 
touch controls to create a new breed of arcade racing. 


NEED FOR SPEED WORLD ONLINE 

Co-developed by Black Box and EA Singapore, Need for Speed World Online 
is designed for PC gamers to experience the largest open world in the history 
of Need for Speed and race for supremacy, licensed cars, and customizable 
parts. Need for Speed World Online fits into what EA is tentatively calling their 
“Need for Speed action title.” 


NEED FOR SPEED: GAMEPRO's SPEEDPRO (WORKING TITLE) 

No, EA is not actually working on a GamePro Need for Speed title, but we've 
got our own ideas for a new NFS game that fits into what we are calling the 
"adrenaline genre." GamePro's master game design for a new Need for Speed 
game is heavily inspired by high-adrenaline movies such as Crank and Speed 
that requires the player to keep their adrenaline (health) pumping by perform- 
ing extreme stunts that include race shootouts, skyscraper base jumping, and 
random outnumbered bar fights throughout an open world. And the story is 
ten times better than that of Need for Speed Undercover because it's penned 
by the GamePro editors. 
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The fate of the world is in your hands on 
PSP® (PlayStation®Portable) system 


ARCADE 


Now a major motion picture from Hid Century Fox. 
In theaters April 8th, 2009 
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Fly close enough to alien flying saucers to prompt a Master 
Chief-style hijacking sequence and commandeer the UFO. 


DARK VOID 


Dark Void has our delicate, highly attuned gamer sens 


е Гкекзө | с] 
n Dark Void, you play the role of a cargo pilot 
named Will who crashes in the Bermuda Tri- 
angle and winds up in a strange dimension in- 
habited by some highly aggressive biomechanical 


alien creatures. Your goal is to find a way out and 
kick as much ass as you escape. 


инин 


VERTICAL ACTION ROMP 

The most appealing aspect of Dark Void is the 
ability to go airborne, compliments of Will’s 
makeshift jet pack, at any moment іп two different 
ways: vertically like a helicopter, or horizontally 
like a plane. To get in the air, tap the jump button 


You're going to need all the help you can get: The jetpack is an ever-evolving device throughout 
Dark Void as you discover new mod pieces that are used to upgrade the flight module. 


twice. The sensation of swan-diving off a cliff and 
then hitting the rockets to fly into combat is a pure 
adrenaline rush. 

At any point when you're airborne, you can 
switch between hover and flight modes. When 
you switch over, the momentum will continue to 
propel you forward, which allows you to land on 
alien platforms with guns blazing as if you were 
Iron Man. 


VTOL COMBAT 
Back to the mission. We were supposed to free a 
group of human soldiers—also caught in the Ber- 
muda Triangle—by destroying the force shield con- 
taining them. To accomplish this, we had to fly to 
two different floating shield generators and disable 
them. We had to fly up through the bottom of each 
platform and then make our way to a central con- 
sole. Along the way, silver-armored alien soldiers 
named Watcher Pawns attempted to repel us. 
After failing multiple times, we finally took 
things more slowly and hover-blasted up the 
structure a few levels at a time. On each platform 
we reached, we took our time to zoom-aim at the 
Pawnsto blastthem away. This created some crazy 
action sequences as we found ourselves hanging 
onto a platform with one arm and frantically 
shooting up, down, and across the alien construct. 
Throwing grenades helped us clear out clusters 
of Pawns, but for the most part it was shoot up, 
grab, or get onto a ledge. As an added benefit, if 


Here we can see "vertical combat" in action. It's a little disorienting 
at first, but unlike anything we've ever seen in a video game before. 


In Dark Void you can utilize the jetpack to ambush enemies from all directions. Lay down some 
suppressant fire from the South and then fly over the top of your enemies to rain down bullets. 


the Pawns get too close, you can 
pull them off the vertical platforms. 

After we destroyed both generators and soared 
intotheairtogreettherescuedsoldiers, severalflying 
saucers attacked us and we engaged in a good old- 
fashioned dogfight. Aerial combat is extremely fast- 
paced. Your jetpack has a built-in turret gun (that can 
be upgrade over time) and you can perform a variety 
of evasive maneuvers by pressing the analog sticks 
in certain ways. You can even land on top of enemy 
aircraft and take over their controls. 


HELLO, ARCHON! 

Our gameplay session ended with a bang as we 
confronted the Archon, one of the game's mini- 
bosses. This mechanical insectoid is ridiculously 
humongous, and the battle we waged against it felt 


epic, particularly for a mini-boss. First we strafed 
the Archon in an attempt to take out his anti- 
aircraft guns. After each strafing run, we executed 
a graceful and speedy loop-the-loop that allowed 
us to maintain speed and bearing on our target. 

After taking out the guns, we then attempted 
to grab and hang onto the Archon's powerful tail. 
Flying close to the tail prompted a mini game 
where we had to rapidly press the face buttons 
on the controller. Once we got onto the tail, we 
made our way up the torso, where we were able 
to take out the slimy alien who was controlling the 
Archon from a protected cockpit. 

Ultimately, our close encounter with Dark Void 
left us tingling with satisfaction and anticipation. 
We can’t wait to get another look at Capcom’s high 
flyer in the near future.—George Jones 
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MARBLE SAGA: KORORINPA 


arble Saga: Kororinpa finds the player 
M n the role of Anthony, a tiny ant (get it?) 

who's in search of a Golden Sunflower 
that will save his ant colony. While that's all well 
and good, it goes without saying that the storyline 
will play second fiddle to the mind-bending puz- 
zles found in Kororinpa. The sequel to 2007's Ko- 
rorinpa: Marble Mania, this new addition to the 
series adds a ton of new content, including a level 
creation tool, 100-plus levels, and the integration 
of the Wii balance board that adds an extra layer of 
difficulty to Kororinpa's puzzles. Additionally, Ko- 
rorinpa will be priced lower than most Wii games 
when it releases this spring, adding extra incen- 
tive for Wii owners looking for a game to quench 
their thirst for puzzles. 


MARBLE ANT-ICS 
Playing through a recent hands-on demo of Ko- 
rorinpa, we kept picking up randomly shaped 


> т 
қ 01:24:84 


items. "Don't worry, that's just junk," said the 
Hudson rep. As | found out later, junk is used 
to create objects in the level creation mode, 
where you can pair up various junk pieces into 
"recipes" to create different level objects. The 
recipes all require a set number of junk pieces 
for the various objects, such as ice platforms 
and bumpers. An intuitive meter appears on 
the screen as you place objects in this mode (a 
la LittleBigPlanet) so you know how many more 
objects you can place. 
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Aside from enjoying your own levels alone, 
Hudson is utilizing WiiConnect24 to allow you to 
share your levels with your friends. You'll also be 
able to store up to 20 of your own levels, as well as 
ори you've downloaded from other players. 
Add this level of depth to the already beefy num- 
ber of levels, including 30 that are balance board 
only, a wide variety of marbles with varying "roll" 
stats, and Kororinpa is looking to be one of the 
most feature-rich discount Wii games out there. 
—Andy Burt 


% 


Р, 
o - 


Trickier stages will employ moving platforms and require deft balancing skills. 
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Here's a bullet-curving screen shot example. As you can see, the bullet's 
trajectory is outlined in a white chalk, which means there are no blockades 
between the bullet and the target. A red trajectory will surely miss. 


WANTED 


ru 


Become the ultimate bullet-bending assassin in this slick shooter. 


Fes [ocio 


hen the latest preview build of Wanted: 
Wee of Fate rolled into the GamePro 

offices, | immediately jumped on the first 
available PlayStation 3 and assassinated my way 
through. What came unlocked in the demo were 
tutorial stages that taught me how to take cover, 
curve bullets, and utilize suppressing blind fire. But 
that's not all. The demo also came with not-quite- 
complete glimpses ofthe second, third, and fourth 
levels. Here are my enthusiastic impressions on 
what makes Wanted: Weapons of Fate one of the 
most stylish shooters since Max Payne. 


FACE MELTER 

Fans of Wanted are going to cream over Weap- 
ons of Fate. The game focuses on the more iconic 
elements of the film, such as edge-of-your-seat 
shootouts, bullet bending, and high-tech weap- 
ons. It’s presented as a straightforward sequel 
to the film, which means you won't be guiding 
lead character Wesley Gibson's through his hum- 
drum life before his assassin initiation. Speaking 
of which, if you haven't seen the movie Wanted by 
now, shame on you. Go rent it right now for а face- 
melting experience that harkens to the slick shoot- 
outs of The Matrix and Equilibrium. In the universe 
of Wanted, certain individuals boast hyperactive 
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adrenaline glands that are triggered in life-or- 
death situations. Translation? These lucky few 
are able to perform superhuman feats that would 
make Neo jealous: curving bullets around obsta- 
cles, shooting the wings off flies, the works. That's 
what makes Wanted the game so much fun: your 
character has almost godlike powers that breathe 
new life into the third-person action. 


GLOW GUN 
Wanted: Weapons of Fate plays similarly to Gears 
of War 2, in that it's a third-person shooter with an 
emphasis on taking cover from enemy fire. How- 
ever, enemies that take cover in Wanted are not 
completely safe. If you've built up enough adrena- 
line reserves, you can lock onto an enemy and let 
fly a bullet that follows a curved trajectory. When 
thetrajectory turns white, you can releasethe Right 
Bumper to fire the zig-zagging bullet and knock the 
enemy out of cover, where he's easy pickings. 
Later in the game, you will be able to build up 
more adrenaline to initiate slow-motion "Assassin 
Time" and pull off other nifty stunts, such as sla 
ming two curved bullets into each other to tri 
ger a devastating shockwave. To earn adrenaline, 
you'll need to kill enemies and quickly transition 
between cover points.—Travis Moses 
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Пір You KNow? 

Wanted the comic book is radically differ- 
entthan its cinematic counterpart. While the 
movie is grounded in a somewhat believ- 
able reality, the comic book is a far cry from 
anything close to that. For example, The Fra- 
ternity of assassins from the film is actually 
a fraternity of supervillains who secretly 
slaughtered all superheros in 1986 and have 
been the world's supreme superpower ever 
since. One supervillain in particular, called 
Sh*t-Head, is a walking, talking deformity 
of human excrement, formed from the fecal 
samples of 666 of the world's most vile hu- 


man beings, including Adolf Hitler and Jef- 
frey Dahmer. The list of differences goes on 
and on, including alternate universes and 
flying villains, but you'll just have to read it 
yourself to see how different it really 


According to senior producer Alexis Godard, "The earthquake is the 
starting point of the adventure, but that's not all there is to it." 


І AM ALIVE 


Travis Moses reveals the first details on this mysterious survival game emerge from the rubble. 


orma 


with a mysterious trailer for their mysterious 

game, | Am Alive. The trailer showed an ap- 
parently post-apocalyptic urban world, but offered 
few details on gameplay or story, leading to ram- 
pant speculation of what the game could be about: 
Cloverfield-style giant monsters, massive earth- 
quakes, and water shortages have proven to be 
popular theories, but now GamePro can finally set 
the record straight with new details straight from 
the horse's mouth. After a juicy interview with 
Alexis Godard, senior producer on | Am Alive, it 
seems the later two guesses about natural disas- 
ters and human survival weren't too far fetched. 


E year, Ubisoft teased game journalists 


Enough teasing—what is | Am Alive about? 


1 Am Alive is a first-person adventure game that 
puts you in the shoes of an ordinary citizen, named 
Adam Collins, who faces a massive disaster in Chi- 
cago. The earthquake is the starting point of the 
adventure, but that's not all there is to it. The de- 
struction of a modern city makes you fight quite 
an unusual enemy: chaos. Chaos forms a specific 
setting in which the game will unfold. What we're 
doing here can be summarized as a reality in which 
your everyday life is turned upside down. 


Okay, okay, but how does the game play? 

In I Am Alive, you will learn progressively the new 
rules of this upside-down world and then use this 
insight to survive. This means that you have a di- 


rect relation to the world and characters that sur- 
round you: Your choices as a player will determine 
what other characters do. For instance, in a spe- 
cific situation, the player can decide to make a di- 
version, to create a conflict between aggressive 
characters, to intimidate them, try to rush them 
or risk a fight. What we're doing differently from 
the rest of the pack all boils down to putting you in 
the shoes of a regular guy facing something we all 
dread...yet sort of dream to live. 


Is | Am Alive based on the same technology as As- 
sassin's Creed and Prince of Persia? 


Actually, | Am Alive is being developed off Unreal 
Engine 3. The Prince and Altair both took advan- 
tage of different technologies than | Am Alive. 


Will crazed, thirsty members of society be the 
primary enemies in the game, like we see in the 
teaser trailer? 

Sort of. But really, the first enemy is Mother 
Nature herself! After the earthquake oc- 
curs, you realize that the society 
you knew has fallen apart. You 
now evolve in an urban jungle 
where chaos has taken control 
ofthe city. Survival is not even 
a question or a decision; it is 
the only thing you can 


САМЕРЮО. 


do in this world. It means that in the absence of 
rules or resources, everyday Joes can turn into an- 
imals and the city into a jungle. 


Are there other disasters after the "earthquake" 
that's in the trailer? 


Who knows? | don't wantto be too specific here so 
| don't spoil the experience – but all | can tell you is 
that the initial earthquake is not the last you'll hear 
from Mother Nature. 


When are we going to see in-game 
screen shots or a gameplay trailer? 


Pretty soon! We've published a cou- 
ple of screenshots so far, and have 
huge assets in the pipeline to sat- 
isfy both your eyes and your ears. 
I'm sure you will hear them com- 
ing, but right now we're focusing on 
getting the game beautifully and 
technically done. 
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PREVIEWS “< 


Rorschach and Nite Owl star іп what is hopefully the first of many 
downloadable Watchmen episodes on the PlayStation 3 and Xbox 360. 


WATCHMEN: THE END 15 МОН 


A bone-splintering, head-squashing brawler that might be just what the Dr. Manhattan ordered. 


onestly, it's been a little crazy trying to get 
He guys this updated preview for Watch- 

men: The End is Nigh, a surprisingly grip- 
ping downloadable beat-em-up for the Xbox 360 
and PlayStation 3. After hurdling some technical 
roadblocks (curse you, System Update!) | finally 
gotthe pre-release demo working and pummeled 
my way through the first three chapters of the 
game. When you download the game this March, 
you'll kick, punch, and arm-snap your way through 
six scenarios set before the classic storyline of the 
Watchmen graphic novel. 


New York, 1972 

Watchmen: The End is Nigh is a kickass brawler 
that surprised the GamePro editors (all of us fans 
of the graphic novel) with its slick production val- 
ues and art direction that looks ripped straight out 
of the comic. It’s like Streets of Rage meets Fight 
Night Round 3, featuring bone-crunching me- 
lee combat with some damned fine graphics for 
a downloadable game—probably the best we've 
seen so far. 

Visually, Rorschach and Nite Owl are majesti- 
cally rendered against high contrast, vibrant light- 
ing, just like the look of the comic book and film. 
Rorschach's mask shifts and moves in real-time 
and the fighting animations carry visceral weight, 
which makes the fighting believable and loads 
of fun. Of the two masked avengers, Rorschach 
is clearly the star: his fighting style is that of a 


desperate street fighter wailing his appendages 
around with bear-like strength, and this savagery 
makes him particularly fun to play. Nite Owl is bet- 
ter suited for crowd control with his electrified ar- 
mor and high-tech gadgetry, plus a selection of 
slick Batman-esqué takedowns and grapples. 

Attacks and combos are performed by mixing 
up the light and heavy attacks, butit's nota button- 
mash fest. You'll want to wait until each punch or 
kick animation is nearly settled before pressing 
the next combo button if you want to pull off such 
special moves as the counter attack, Rorschach's 
shrieking bull-rush that bowls over enemies, and 
Nite Owl's stun grenade that can disable enemies 
long enough to land a killing blow. The most 
satisfying moves, however, are the brutal, face- 
smashing finishers. Finishers work much as they 
do in God of War: weakened enemies will display 
a button command floating over their heads. 
Complete a finisher as Rorschach, for example, 
and the camera will swoop to a cinematic view as 
Rorschach elbows his victim in the balls, bashes 
him twice more with an elbow to the spine, and 
then nearly twists his head right off. It's deliciously 
chaotic, but masterfully choreographed carnage 
that will please fans of the classic comic. 


SEVEN MINUTES TO MIDNIGHT 

The three chapters | played chronicled Rorschach 
and Nite Owl's pursuit of an escaped prison 
inmate called the Underboss. Chapter one sees 


Rorschach and Nite Owl flying in to Sing Sing 
Prison to assist in a breakout of inmates. After you 
bludgeon your way through mobs of inmates, you 
discover the most dangerous inmate to escape is 
theUnderboss. In chapter two, you'll crack skulls in 
some waterlogged alleyways while proceeding to 
the seedy underground bar to gather information 
about the Underboss's whereabouts. Chapter 
three is a surprisingly large level that sprawls 
across boat docks, through warehouses, and a 
final showdown with Jimmy the Gimmick in a run- 
down amusement park. 

And that's where our demo ended, sadly. It 
was so addicting | played all the way through in 
one session. | have to say the balls-to-the-wall 
combat is my favorite aspect of Watchmen: The 
End is Nigh. There are dozens of enemies to fight 
at once, and many carry weapons —bottles, base- 
ball bats, crowbars, wrenches—all of which you 
can pick up and use to deadly 
effect. | highly recommend you 
give Watchmen at least a trial, or 
play it at friend's house. In fact, the 
game can be played in cooperative 
mode with two players splitscreen, 
and it’s almost more fun than 
reading the comic. 

—Travis Moses 


Give your enemies the drop with a whole team of fighter planes; don't go solo. 


ж Tx 


BATTLESTATIONS: PACIFIC 


Battlestations: Pacific thrusts you right back into WWII for another strategic romp in the (un)peaceful sea. 


опа War | may have ended over 60 
Wire: ago, but Battlestations: Pacific is 

set to damn the torpedoes and sail full 
speed ahead into your living room this spring. 


You SUNK My BATTLESHIP! 

In a recent hands-on demo, we took baby steps 
(hey, we're no military strategy experts) into the 
deep, deep world of Pacific, Eidos's sequel to 
2007's Battlestations: Midway. Our first excursion 
took us down to the depths of the ocean, maneu- 
vering a massive submarine during the Battle of 
Guadalcanal, which if you don't recall was one of 
the most varied battles in the Pacific theatre during 


the war, with skirmishes on land, water, and in the 
air. As we became surrounded by enemy boats, 
we had two options: evade our enemies and make 
for safer waters, or rise to periscope depth, blast 
their ships with torpedoes, and run the risk of get- 
ting obliterated by enemy depth charges. Players 
will have to make this difficult choice many times 
throughout Pacific’s massive scenarios (96 in all), 
which will take you from the sea to the skies and 
everything in between. 

Once we narrowly escaped the enemy ships, 
we entered another phase of the battle. Eidos 
affirmed each scenario phase will be intercon- 
nected, meaning that though | may have escaped 
the enemy destroyers, the fact | did no damage to 
them in the submarine phase meant | would have 
an increasing number of enemies to engage as | 
took to the skies in my fighter. This became imme- 
diately apparent as | noticed how difficult it was to 
take down the large number of ships from above, 
and how key itis to consider every action through- 
out each phase. 


Massive BATTLE 

Though it was a bit overwhelming to feel as 
though | was fighting the Battle of Guadalcanal 
all alone, Pacific utilizes a handy map feature that 


allows you to issue orders to different units, orga- 
nize attack plans and execute orders all from the 
cozy comfort of the map screen. Of course, you'll 
be missing out on all the action to be had, so a bal- 
ance of strategy and micromanagement of units 
becomes immediately essential —notto mention а 
blast. In creating Pacific, Eidos told us they wanted 
the game to be more accessible to both the action- 
oriented gamers and also those who take a more 
strategy-heavy approach, and the balance so far 
works well. As we switched between allied fighter 
planes on the fly, Pacific "compelled" us to keep 
switching to the map screen to issue orders to our 
units for support. 


A HisTORY Or VIOLENCE 

Battlestations: Pacific drips with WWII detail, and 
the historical nature of the game isn't just a fa- 
cade for another tired war vehicle. The game in- 
cludes loads of stock video footage from the war, 
which plays before you jump into a scenario. Also, 
the game's Japanese campaign is based off real 
war plans retrieved after WWII, which were so in 
depth they extended all the way to the victory of 
Japan's forces. We can't wait to take the reins of 
our very own submarine when Battlestations: Pa- 
cific bombs down this spring.—Andy Burt 
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Outfit your weapons from the ship loadout screen. Shown here, the Multiphase 


Thruster requires a specific amount of red, yellow, and green gems to use. 


PUZZLE QUEST: GALACTRIX 


Multiplayer in Puzzle Quest: Galactrix is a direct hit 


s you flip through this issue of GamePro 
АД" you're more likely to hit this 

preview of Puzzle Quest: Galactrix's 
multiplayer mode on the PC before you reach 
the official review of the DS version in the follow- 
ing pages. Don't skip over either article because 
there are juicy new details on each respective 
page. What you're going to get here are hands- 
on preview impressions of what it's like to play 
the multiplayer mode in Puzzle Quest: Galac- 
trix for the PC. So let's load up our personalized 
space ship with super-powered weapons and hy- 
per jump into battle! 


CRITICAL HIT 

The basics of the gameplay are simple, but dif- 
ferent from those in 2006's Puzzle Quest: Chal- 
lenge of the Warlords. Puzzle Quest: Galactrix's 
multiplayer is similar to the single-player cam- 
paign in the fact that the core play style is based 
on swapping and matching three identical gems 
in a row to complete a move. On the playing field, 
which you share with your opponent, there are 
red, blue, green, yellow, grey, and purple hexag- 
onal gems that when matched in a row of three 
or more increases your power and unlock special 
moves. Blue gems, for example, increase your 


ship's shields; Red gems contribute to your ship's 
arsenal of special weapons. 

Multiplayer, however, is more difficult than 
playing against a computer-controlled enemy in 
thesingle-playercampaign, becausein multiplayer 
you're dealing with a more intelligent foe capable 
of bluffing, aggressive retaliation, and unpredict- 
able behavior. We experienced all of these very 
human tactics in the span of an hour against only 
two other players. Imagine the depth of the strat- 
egies you'll experience after days upon days of 
playing Puzzle Quest: Galactrix...which, in all like- 
lihood, will happen because this game is already 
as awesomely addicting as its predecessor. 


| KNow WHAT GIRLS LIKE 

My first battle was against someone who had 
played the game before and understood the match- 
three mechanic, but wasn't paying much attention 
to what gems were on the battle field. | dragged his 
face across the floor with his mistakes as he left the 
highly valuable and sought after “mines” widely 
available turn after turn. The mine gems cause in- 
stant damage to your enemy's ship's hull, much like 
the skull gems in Challenge of the Warlords, but are 
rarer than any other gem. He got up and left and a 
cute girl sat down to take me on. 
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Other than the concept of matching three 
identical gems in a row, she was unaware that 
each player has special abilities that can be acti- 
vated if the sufficient amounts of red, green, and 
yellow gems are collected. These special powers 
range from massive amounts of direct hull dam- 
age (my favorite) to sweeping the field of all gems 
of a certain color in your favor. There are loads 
more powers than that, though, far too many to 
list here. Needless to say, | won the first match. 
"Round two?" she asked. 

Before our second battle, one of the develop- 
ers shared a few strategies for her to test against 
my galactic domination. Sadly, | lost the second 
round because of that troublesome human emo- 
tion called "cockiness." She utilized all of the 
mines on the battlefield and her ship's special abil- 
ities and the match was over even quicker than the 
first. The shame of defeat! 

As you might be able to guess, | really love 
Puzzle Quest: Galactrix for the PC. And if you en- 
joyed reading my embarrassing multiplayer expe- 
rience, then flip through a few more pages (page 
80 to be exact) and check out our full review of 
Puzzle Quest: Galactrix on the DS—it'll give you 
a taste of the sweet, sweet pleasures to come. 
—Travis Moses 


Only the biggest games 
make GamePro's monthly 
spastic info dump 


ou know that feeling of accomplishment 
Y». get the first time you successfully pull 

off a fatality in Mortal Kombat? | feel like 
lve been reliving that same glorious moment 
over and over again іп MadWorld, which сһап- 
nels even more brutal, bodily mutilation than the 
MK series has in years. | don't know if the feeling 
will wear off, but with the plethora of mini-games 
and potty-mouthed commentary courtesy of an- 
nouncer Greg Proops (of Who's Line is it Anyway 
fame) and John DiMaggio (the voice of Bender in 
Futurama and some guy named Marcus Fenix), 
MadWorld provides hours of hilariously gory fun. 
Speaking of nostalgia, | can't stop poring over 
screens and trailers for Ё Final Fantasy XI 一 
the series has been a favorite of mine for years. 
New details seem to be popping up nearly every 
day at the time of press, such as the seamless in- 
tegration of combat blended with exploration (à 
la FFXII) and new character Sazh's mighty afro. 
It's going to be an excruciating wait until 2010 
to get our hands on FFXIII. But on to more face- 
melting action, namely the Wii's newest first- 
person shooter called 图 The Conduit, which is 
looking better and better the more | see it. The 
environments look luscious, and the controls may 
finally be what Wii users need in a FPS. Developer 
High Voltage Software has seemingly performed 
amiracleinthecontrols and graphics department, 
and if the game continues to improve at this rate, 
by mid-spring we should have a Metroid Prime 
killer in our hands. EJ Ghostbusters: The Video 
Game is getting closer and closer to release, and 


Final Fantasy XIII 


by the time it hits in June I'll have watched both 
the old films at least a dozen more times in antici- 
pation. Hey, maybe I'll even drag my toy proton 
pack out of the closest for some good ol' remi- 
niscing. The game takes place in 1991, two years 
after the events of the second film. You take on 
the role of the new Ghostbuster recruit who's 
been hired on as paranormal activity in New York 
City skyrockets yet again. It'd be interesting to 
see if any film references make it into the game; 
if you've forgotten (or weren't around), this was 
the year that R.E.M. was losing their religion and 
Nirvana was reeking of teen spirit. E] Batman: 


Batman: Arkham Asylum 


zombies, we've been slaughtering them by the 
dozens in Ё Resident Evil 5, and we're loving the 
cooperative play. The intense action scenes (gun- 
ning down zombies on motorcycles on the back 
of a SUV, for instance) are a nice addition to the 
reborn franchise. As we go to print l'm going nuts 
waiting for new details on 图 Mass Effect 2, which 
is still a ways off, but the game is on my mind all 
the time. The chance to butter up another alien 
temptress is just too good to pass up. On a lighter 
note, | have to mention Е] Gardening Mama be- 
fore | go. If you’re wondering why, it’s because 
as silly-looking and kid-friendly as the “Mama” 


The chance to butter up another alien temptress is 


just too good to pass up... 


Arkham Asylum has all of the GamePro editors 
getting latex-suit fever while we wait, bordering 
on insanity, for the chance to get our twitchy little 
fingers on a demo of the game. With combat look- 
ing akin to God of War-style brawlers, you’d do 
best to keep your bat signals pointed at this one. 
тһе House of The Dead: Overkill is set to cause 
equal amounts of B-movie laughs and carnage, 
and we can't get enough of it. The conversations 
between the two main characters have us here 
at GP headquarters busting our guts in between 
zapping zombies all over the screen. Speaking of 


games are, Mama’s mini-games are more addict- 
ing than facial reconstruction is to Michael Jack- 
son. We spent some time digging, planting, and 
flowering with Mama, and her reassurance that 
we're doing "better than Mama!” keeps us com- 
ing back for more.—Andy Burt 


Gardening Mama 


Yo Joe! 


Developer: Double Helix Games Systems: PlayStation 3, Xbox 360, Wii, PlayStation 2, DS, PSP 
Publisher: EA Games Release Date: Summer 2009 


Throw Contra, Gears of War, апа Devil May Cry into a blender and you'll get G.I. Joe, the 
video game answer to the upcoming blockbuster film. Feast your eyes on some early 
reconnaissance intel, exclusively from GamePro. By Cameron Lewis 


Yo Joe! 


asbro first dropped б. 1. Joe and his com- 
Ы rades on the front lines back in 1964, but 

the offbeat assortment of charismatic vil- 
lains and valiant heroes is best remembered for 
the animated antics of the mid-1980s cartoon se- 
ries G.I. Joe: A Real American Hero that always 
managed to be on television just as we got home 
from school. More than two decades later, the 
whole gang's preparing to storm the summer 
movie season, and the action doesn't end there. 


Cobra Clutch 


In the film, an arms dealer by the name of De- 
stro puts illicit weaponry into the hands of all the 
wrong people, and it's up to a covert team of spe- 
cialized operatives to foil his schemes. But the 
video game is anything but a cheesy play-the- 
movie chore. The Cobra organization isn't eas- 
ily subdued, and your adventure picks up where 
the movie's storyline leaves off: whether trouble 
arises on sand-choked dunes or snowbound arc- 
tic wastes or sweltering jungles, you'll fight the 
good fight against a wide variety of Cobra ene- 
mies, from classic Н.І.5.5. tanks and Trouble Bub- 
bles to hordes of Cobra troopers and mechanized 
Big Daddy look-alikes. The storyline is still under 


tight wraps due to its close ties to the upcoming 
film. But the key plot hook will be inspired by a 
classic cartoon episode arc involving the creation 
of the Mass Device, a high-tech weapon that Co- 
bra will use to teleport its armies to anywhere in 
the world. Naturally, the Joes aren't going to let 
that happen without a fight. 

Don't let the militaristic flavor fool you into ex- 
pecting realistic modern battlefields or jingoistic 
political dogma. 6. |. Joe is all about intense and 
immediately accessible twitch action gameplay, 
and draws liberally from an eclectic variety of dis- 
ciplines, like the screen-filling mayhem of side- 
scrolling shoot-'em-ups (Contra, Metal Slug) and 
the frenetic havoc of modern third-person run- 
and-gun blitzes (Gears of War). An intuitive pick- 
up-and-play control scheme promises to let green 
recruits and seasoned couch commanders alike 
jump into the conflict quickly. Newcomers can 
dole out damage with just the left analog stick 
and a trigger finger, while more advanced players 
can use both analog sticks to strafe around oppo- 
nents and latch onto cover. Whichever way you 
play, the controls are simple, streamlined, and im- 
mediately accessible—a key goal of the develop- 
ment team. 


Co-op in action: Snake-Eyes stays close to 
fight while Duke hangs back to snipe. 
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g atthe bitto play the c 
naking the movie. 


There's no way to know in advance if б. I. Joe: 
The Rise of Cobra will be truly worth seeing when 
it hits thousands of theaters this summer, but it's 
got a surprisingly strong roster of talented indi- 
viduals. Stephen Sommers (The Mummy) is no 
stranger to summer blockbusters, and he's di- 
recting from a script crafted by a writing team 
that includes BAFTA-nominated scribe Stuart 
Beattie (Collateral). 

The real action is in front of the camera, 
though. Anyone that's seen Marlon Wayans 
in Darren Aronofsky's Requiem for a Dream 


In a nod to old-school shooters such as Contra, boss 
battles will be massive, screen-filling set pieces. 


knows the guy has some serious untapped tal- 
ent socked away, and he suits up as unit leader 
Ripcord. Dennis Quaid leads the forces of truth 
and justice as General Hawk, while Christo- 
pher Eccleston and Arnold Vosloo wreck havoc 
as Destro and Zartan. Most exciting of all is 
the unexpected announcement that Joseph 
Gordon-Levitt will star as series favorite Co- 
bra Commander. We can't wait to see this tal- 
ented performer trade his traditionally staid 
Screen presence for an over-the-top explosion 
of shrieking villainy. 


\ 


BARONESS 
4 Allegiance: Cobra as v 
Class: Commando ж 


Primary Weapon Loadout: Dual Pulse Pist: 
$ Special Action: Pulse Blast 


ә It’s true—Cobra characters will be playable in 61. Зое tfiough 
he details here are а little sketchy. Specifics aside, Baroness 
is а well-balanced character who can hang in any kind of fight, 
*thoügh she'll need а powerful long-range partner to truly shine. 
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SCARLETT 


Allegiance: G.l. Joe 

Class: Commando 

Primary Weapon Loadout: Crossbow ~ =“ 
Special Action: Explosive Homing Bolt _ ' 


The Joes’ counter-intelligence agent and a master of hand-to- 
hand combat. Scarlett specializes in close-quarters\combat and 
is especially powerful in confined spaces r'erossbow en- 
ables her to pester distant enemies, but you’ want to get her 
close to dish out the most damage. d > 
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Mini-games, such as this addictive tower-defense- 
inspired scenario, lend gameplay variety. 


Coordinated Chaos 


Before you embark on a mission, you'll choose 
two agents from your available С.1. Joe charac- 
ter roster, and not all soldiers are created equal. 
Though all of the characters under your com- 
mand boast melee and ranged attacks of some 
kind, each belongs to one of three distinct ar- 
chetypes that determines his or her particular 
strengths. The Commando class excels at close- 
quarters melee combat, the Heavy packs seri- 
ous firepower but is most formidable from a 
distance, and the Combat Soldier offers a bal- 
ance between those extremes. You'll want to 
take the environment and opposition into ac- 
count as well. "Playing in tight corridors and 
tunnels is great for characters like Scarlett," ac- 
cording to lead designer Dax Berg, "while out- 
door attacks from Flight Pods are best suited to 
guys like Flash." 


Choose two Heavy characters and 
you'll get creamed at close range. 


Like a Sid and Marty Krofft production gone horri- 
bly awry, this episode proves that ће best С.І. Joe 
episodes were the weird ones. Lazy bum Ship- 
wreck gets himself kicked off a G.I. Joe work de- 
tail, then has to cover for his clandestine napping 
by telling an orphan girl a fairy tale. A hallucino- 
gen-fueled fairy tale, judging by the whacked-out 
colors and the insane character designs. This one 
will give you nightmares. 


There's no reason you have to go it alone, either. 
Though you can switch between your chosen cham- 
pions at any moment, a pal can pick up a controller 
and aid the cause of freedom at any time with drop- 
in, drop-out cooperative play. "Online functionality 
is still being evaluated," says Marsala, "but sharing a 
couch with your buddy will be the best way to play." 

The division of duties is clear and simple, but 
paves the way for diverse weaponry and consider- 
able strategic depth. Snake-Eyes can slice and dice 
Cobra foot soldiers with his devastating katana, or 
deliver skull-crushing charged blowsthatlaunchfoes 
into the air, à la God of War, for some mid-air juggle 
combos. But Snake-Eyes won't be nearly as effective 
without a ranged workhorse like Heavy Duty mop- 
ping up any would-be assailants from a distance. 
Conversely, Heavy Duty alone can find himself over- 
whelmed and clumsily dodging punches, but a Com- 
batSoldieror Commando pal can effectively keep his 


A hardnosed, unvarnished look at the gritty re- 
alities of drug abuse like only the 80s Joes could 
provide. Nefarious drug lord Headman—decked 
out like a silent era movie villain, mustache-twirl- 
ing and all—gets Joe member Falcon hooked on 
his sweet illicit wares. This episode is also nota- 
ble for containing the only confirmed fatality in 
the history of the cartoon when Headman mas- 
sively overdoses on his own pharms as his for- 
tress comes crashing down. Doesn't he know that 
winners don't use drugs? 


line of fire clear. It's the coordination between these 
three classes that is one of G.I. Joe's most interest- 
ing gameplay elements—imagine putting Dante 
from Devil May Cry and Kratos from God of War || 
into one team-based game, and you'll have an idea 
ofthe strategic possibilities in С.І. Joe. For example, 
a melee-centric Commando player like Snake-Eyes 
can launch an enemy into the air and allow a nearby 
Heavy or Soldier to perforate the victim in mid-air for 
massive damage (and extra points). 

Certain grates and doors are only accessible to 
exploration-minded members of a particular arche- 
type and can lead to all sorts of hidden goodies, but 
cooler still is the fact every playable character gets a 
powerful special attack tailored to his signature per- 
sonality. Team leader Duke can toss smart-bomb gre- 
nades, Snake-Eyes can unleash venomous fury in the 
direction of your choice, and Heavy Duty can sweep 
his minigun to spray in 180 degrees of withering fire. 


There is no more infamous episode of G.I. Joe. In 
this horrific two-part tale worthy of Lovecraft, vet- 
eran Shipwreck mysteriously wakes up in a hos- 
pital and learns that he now has a wife and child 
and that Cobra has been defeated. In a terrifying 
twist, familiar faces start to melt into giant, ob- 
scene white blobs. 
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Yo Joe! 


Teamwork is crucial against 
Cobra's mechanized soldiers. 


Revenge of the 80s 


A key attraction of any arcade-influenced shooter 
lies in its point system, and here G.I. Joe takes а 
few cues from games in the LEGO Star Warsseries 
and retro shoot-em-ups such as Geometry Wars. 
The Battlepoints system does more than just hide 
score multipliers and point clusters in and around 
enemy weak spots: it rewards coordinated at- 
tacks with big bonuses, and encourages constant 
communication and coordination with your co-op 
partner. If you and your partner manage to mow 
down a huge group of enemies and fill up your 
“morale” meters, you'll both temporarily don the 
movie's insane Accelerator Suit as the soundtrack 
blares out the classic 80s theme music in a "Yo 
Joe!" moment that will have series fans—as well 
as bloodthirsty shooter veterans—grinning from 
ear to ear. 

You'll spend those Battlepoints to unlock new 
playable characters, over 12 in all, including Co- 
bra villains who possess signature weapons and 
combat abilities. You'll also buy classic Joe mem- 


orabilia, too, including 75 unique file cards (those 
vintage cardboard character bios you punched off 
the back of the action figures), more than 30 en- 
emy memos and intel reports, and even a video 
archive of the classic 80s cartoon public service 
announcements. Not a bad haul for 80s pop cul- 
ture addicts, and more may be on the way in the 
form of downloadable content—the studio is 
still "evaluating its options" regarding DLC, but 
themes and pics are likely at a minimum. 


You Go, Joe 


G.I. Joe is more than justa forced march through 
enemy territory. Though details are still scarce, 
you'll be able to callin an air strike from Wild Bill, 
get off your feet in vehicles like the Joe Runner 
and MOBAT (Motorized Battle Tank) for some 
motorized destruction, or rain pain all over the 
place during “Satellite Strike” sequences that 
put you to work defending important assets 
with orbiting laser platforms in a tower-defense 
inspired mini-game. “Once you start getting 


G.I. Joe the game draws more influence from the classic 80s 
cartoon, which is reflected in the enemy Cobra vehicle design. 
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Heavy Duty takes cover using 
the advanced control scheme. 


your fill of one gameplay element," senior pro- 
ducer Matt Marsala tells us, "we'll change it up 
on you." 


Whether you spent your formative years mak- 
ing "pew pew!" noises and manipulating kung fu 
grips, or are only just now enjoying an introduc- 
tion to this stylized universe of arms dealing and 
intrigue, 6. |. Joe's approachable blend of arcade 
action and futuristic warfare could prove to be 
both a welcome blast from the past and a potent 
new beginning. 


In military circles, “G.I.” is a troublesome acronym. It originally stood for “galva- 
nized iron” during World War | and WWII. Widespread misuse among civilians 
later morphed G.I. into “general issue” or “government issue” in the public lexi- 
con, a definition that is more or less accepted today. 

But when it comes to the August 2009 film G./. Joe: The Rise of Cobra, things 
get much stickier. In 2007, studio execs for the blockbuster film planned signifi- 
cant changes over concerns of worldwide anti-American sentiment in the wake 
of the Iraq invasion—they wanted the film to perform well internationally. The 
kicker? They planned to re-name С.І. Joe to stand for “Global Integrated Joint 
Operating Entity,” a revelation that enraged some political conservatives be- 
cause it downplayed the pro-American themes of the original brand. С.І. Joe 
purists will be happy to know that GamePro checked with EA, who checked with 
Hasbro, who confirmed that С.І. Joe "doesn't stand for Global anything" and 
Т that “G.I. Joe will always be synonymous with bravery and heroism.” And that's 
кенет the end of that chapter. 


Forget all the semi-futuristic gear you've seen in games like Ghost 
Recon Advanced Warfighter. G.I. Joe's Accelerator Suit puts such 
cheap military trinkets to shame, and deflecting bullets like so many 
ping pong balls is just the beginning. Anyone that jumps into one of 
these bad boys is more or less invincible for the duration, can gallop 
along at a steady 55 mph, and could set a high-jump world record 
without breaking a sweat. 

Of course, why hit the bricks when you can turn the built-in chaingun 
and rocket launcher armaments on any foe foolish enough to get in your 
grill, and bust through solid walls to mop up any cowards that cower be- 
hind cover? To earn the Accelerator Suit in the game, you'll have to build 
up your “morale” meter by wreaking as much havoc as possible, 


DUKE 


Allegiance: G.l. Joe 

Class: Combat Soldier 

Primary Weapon Loadout: Assault Rifle 
Special Action: Grenade 


Duke is the ground leader for the Joes. He's a well-balanced 
character archtype that will be familiar to many action play- 
ers, and is effective (but not exceptional) at both ranged com- 
bat and hand-to-hand brawls. His grenade special ability helps 
clear out weaker enemies for his teammates. 


Yo Joe! 


Exclusive! GamePro's got the worldwide scoop 
on everything G.l. Joe: new toys, new graphic 
novels, and even (gasp!) a new G.I. Joe animated 


A Joe for All Seasons 207" 
on the Year of Joe! 


With the coming of G./. Joe: The Rise of Co- 
bra this summer, Hasbro's got the marketing 
machine fired up to full blast—here's a sneak 
peek at their new toy lineup. 


Graphic novel writer Warren Ellis will be lending his 
chops to this new series of animated Joe 'sodes, which 
will debut as online shorts and weigh in at roughly 60 
minutes total. This new series will cater to older Joe 
fans, and will be mature-themed (several characters are 
rumored to die). Look for it in the first quarter of 2009. 


Before the film hits this summer, expect to see a 
| boatload of new graphic novels that will fill in backstory 
details. Perhaps most notably, G./. Joe Origins will be 
written by Larry Hama, known to fans as the father of 
the modern Joe characters and storylines. 


The New Graphic Novels 
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ardcore fans found few memorable 
characters like Travis Touchdown and 
Wario in the Wii's 2008 library. 


Titles like Wii Music (left) and Game 


“ин Party (right) have sold millior pite 


less-than-glowing reviews 
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dcore Appeal: Casual Арреа!: 


ROUND 3 


Hardcore Appea 


The ease оҒРипсһ-Ош 8 motion 
control is key for the casual crowd. The 
responsiveness is key for the hardcore. 


Nintendo's New Products 
Wii Mot 


Ask most of the casual Nintendo fans, and they'll tell 
you the Wii's motion-control capabilities are fine and 
dandy. Ask the hardcore fan who's wanted a true Light- 
saber simulator ever since the system was announced 
and they'll tell you there's work to be done. Thankfully, 
the Wii MotionPlus should calm most (if not all) of the 
latter's fears about unresponsive motion controls. By 
offering near-1:1 motion, the MotionPlus should al- 
low your on screen actions to almost match your exact 
movements. Needless to say, this could make sword- 
play a much more immersive experience on the Wii, 
which is a definite plus. 


nostalgia when playing Power Cruising 
in Wii Sports Resort. 
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The Conduit 


Developer: High Voltage Software 
Publisher: Sega 
Release: Spring 2009 


Hardcore Appeal: 


In the eyes of first-person shooter fans and graph- 
ics aficionados, The Conduit may be the closest 
thing to a Wii version of Halo. Using a custom 
graphics engine that pulls truly eye-popping 
graphics out of the Wii, The Conduit aims to bring 
the sci-fi FPS genre that thrives on other systems 
to the Wii by catering to its unique controller. The 
game also promises to have a robust multiplayer 
component—crucial to any hardcore shooter— 
and is expected to include online shootouts. 


Casual Appeal: 


Though first-person shooters are hardly casual, 
titles such as Halo and Call of Duty 4 have grad- 
ually reinvented this once-demanding genre for 
a broader audience. Metroid Prime 3 and Red 
Steel's stellar sales are proof that first-person 
games definitely have a home on the Wii that 
spreads beyond the diehard fans. If the Wii's ac- 
cessible controls brought FPS fever to former Wii 
Sports players, then The Conduit could become 
the first in a whole new wave of Wii shooters. 


Nintendo's New Products 


Nintendo DSi 


At first glance, you might mistake the DSi for 
the last incarnation of Nintendo's popular 
portable, the DS Lite. However, the changes in 
this new hardware are major, and have reper- 
cussions outside of just the portable space. 
The updated DS has two cameras, a memory 
card slot, and the ability to view photos and 
play music and downloaded games. Right off 
the bat, the DSi is already offering photo-syn- 
ching abilities with the Wii, but the fact that 
the DSi will be updatable via firmware means 
that the portable's future is completely up to 
Nintendo's whims. Hopefully we'll see cross- 
console connectivity that erases our bad 
memories of running link cables from our 
Game Boy Advances to the GameCube. 
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Nintendo 2009: Great Games, A GREATER DIVIDE 


While the nasty creatures shown below 
are The Conduit's highlight, the game still 
has some rwealistic human models 


A 880 


x44 


Hardcore Appeal: Casual Appeal: 


Hardcore Appeal: | 


Echoes of Time may not win any awards for its 
visuals, sharing a look and feel with the DS version 
should allow seamless interaction. 


of Fortune 


The PlayStation 3 will be home to two epic shooters 
st may outgun Resistance and 

yaced and adventurous gunplay 

in Uncharted 2: Among Thieves 

ultiplayer warfare in MAG, Sony's 

) Read оп to get the full story 


on- 


With tougher enemies, crazier envir 
ments, and better weapons, expect much 
more intensity in Uncharted 2's shootouts. 


Nathan 


Drake and his new lady friend prove the 
old adage: two head(shots) are better than one. 


Uncharted 2: 
mong Thieves 


It's longer, it's bloodier, and it's prettier—see why this sublime action-adventure 


is geared up to be one of 2009's best. 


ncharted: Drake's Fortune caught many 
U naysayers off guard with its brilliant 

visuals, blistering gunplay, and inventive 
platform-hopping scenarios that blended the 
best of Tomb Raider and Indiana Jones. Now 
that Uncharted is certified white hot—the original 
game is bundled with every 80GB PlayStation 3, a 
rare honor— developer Naughty Dog is prepping а 
follow-up that will introduce far more variety and 
gameplay options than before. 

GamePro contacted Evan Wells, the co- 
president of Naughty Dog, for the straight dope 
on this hotly anticipated action-adventure game 
and PS3 exclusive. Read on for the nitty-gritty, 
and then head to GamePro.com to discuss the 
news —Fall 2009 is a long ways off! 


Uncharted was mostly set in tropical jungles 
in and around the Amazon. But for Uncharted 
2 we've seen glimpses of new arctic and city 
locales. Where else will Nathan Drake's adven- 
tures take him? 


We're not ready to reveal everything just yet... 
we do want to leave some mystery, right? The 
story we're exploring is based on the mystery 
surrounding Marco Polo's ill-fated journey 
home from China. That sets the stage for Drake 
to explore a wide variety of environments 
throughout Asia, from lush tropical locations and 
urban locales like a war-torn Nepalese city, to the 
snow and ice of the far Himalayas. 


Early screens and video seem to show more blood 
than before. Are you guys still shooting for a Teen 
rating, or could Uncharted 2 go Mature-rated? 


We're shooting for а T rating with Uncharted 2. 


Many of the PS3's newer owners are probably 
unfamiliar with the original Uncharted. 


In the way we tell our story, we're making sure that 
you do not need to know about the experiences 
Nathan Drake had in Uncharted: Drake's Fortune 
to understand or follow the story in Uncharted 
2: Among Thieves. Although Uncharted 2 starts 
off a couple of years after the first story ends, 
it's important to remember that the two stories 
and games are independent from each other and 
definitely stand on their own. 


What new weapons and firearms will we see in 
Uncharted 2? 


We've been evolving a wide range of our combat 
mechanics to not only suit different play styles, 
but also to increase player choice. While we're not 
ready to go into detail on all of the new weapons 
at Drake's disposal, | can say that some of them 
were introduced to complement his new action- 
stealth mechanics. We're also going to be includ- 
ing some weapons that are so big and powerful 
that they will affect Drake's ability to traverse the 
environment...but the destructive power they 
provide will more than make up for the hindrance 
to his movement. 


What measures are you taking to make Un- 
charted 2's platforming, puzzle, and gunplay 
sections blend together rather than feel seg- 
mented and separate? 


Accomplishing this blend of gameplay was one 
of our major goals in Uncharted 2. So right away 
we set out to expand on the concept that we're 
calling “traversal gunplay.” Drake can now en- 
gage his enemies whether he is walking, running, 
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Sony's Soldiers of Fortune | 


We're not really sure who this mystery woman is, but 


— 


she sure does know how to wield a handgun. Hopefully 


we can expect her to join in for some co-op fun. 


climbing, swinging, or balancing. This frees up our 
level designers to throw in combat setups any- 
time and anywhere, even when Drake is negoti- 
ating some tricky traversal sections. It also allows 
us to design even more interesting combat arenas 
that really take verticality into consideration. 


How will Uncharted 2's stealth elements dif- 
fer from previous games? Are there any stealth- 
friendly weapons? 


We prefer to use the term "action-stealth" to dis- 
tinguish our game from the type of slow-paced, 
tactical gameplay typically associated with 


Хх You don't see 


loading 


screens in a movie, do you? 77 


2008 was a banner year for platforming with 
Mirror's Edge and Prince of Persia. What 
platforming additions does Uncharted 2 make 
to outleap them? 


Drake's platforming move-set has been greatly 
expanded, but in a way that is consistent with his 
character. We've added the ability for Drake to 
free-climb cliffs and walls, which complement his 
dyno-jumping ability from the first game. He can 
also now traverse horizontal poles by swinging 
and brachiating. And probably the biggest 
improvement to the technology in general is the 
fact that Drake can perform all of his actions on 
moving objects. Sometimes this will be a vehicle 
like a truck or a train, and other times it will be an 
entire collapsing building that he finds himself 
trapped in. Of course, all of the enemies have 
received this upgrade, too! 
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"stealth" in video games. It's never a requirement 
atany pointin Uncharted 2to pass an area or com- 
plete a task using only stealth. The way we've in- 
corporated our action-stealth mechanic is again 
to provide the player with greater choice in how 
they approach combat situations and to further 
ground the game in reality. 

It's just not fair, nor very realistic, for Drake's 
adversaries to always know where he is 一 whether 
he's just entering a potential combat zone or even 
once combat has started. Therefore Drake's ad- 
versaries now have investigating and hunting be- 
haviors, which makes their reactions to Drake's 
potential presence in a combat space more in- 
teresting and, again, realistic. № an enemy thinks 
they've seen Drake, say at ће edge of their field of 
vision before combat has begun, they will move 
to investigate where they last saw him. This adds 
some great tension to our combat set-ups and 
adds fun for the player if they [for example] lure 
an enemy close so they can take him out without 
alerting any of his other buddies...and, yes, we will 
be including weapons that are “stealth friendly.” 


How much longer and larger is Uncharted 2 in 
comparison to the first game? 


The experience this time out will definitely be 
longer than Uncharted: Drake's Fortune...we're 
also planning to add several features to the 
game that will increase replayability and extend 
the gameplay experience. We'll be unveiling 
these features closer to the worldwide release of 
Uncharted 2 this fall. 


You've stated that Uncharted 2 won't have any 
loading screens. How are you going to accom- 
plish that? We're not going to be running down 
long empty corridors while we hear the disc spin- 
ning, are we? 


You weren't running down long empty corri- 
dors in any of our other games, were you? [Ed: 
the "empty corridors" was a reference to "no- 
loading" games like Tony Hawk's American 
Wasteland.] We're applying the same philosophy 
here. Not only will players not notice any loading, 
but we've made our already great streaming tech- 
nology even better for Uncharted 2. Even though 
we're doing a lot more and doing it bigger and bet- 
ter, there's no need at all to consider introducing 
loading screens or forcing certain sequences to 
occur in the game to mask loading. We believe 
that any interruption in the presentation of the 
experience is going to compromise the level of 
immersion that we can achieve. And since we're 
going for that blockbuster movie-like experience, 
we're going to great lengths to ensure that we de- 
liver on our promise of "no load times." You don't 
see loading screens in a movie, do you? 
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Sony's Soldiers of Fortune 


MAG: 


Massive Action Game 


256 reasons to care about the biggest PlayStation 3 shooter of all time. 


Massive Action Game ("MAG" for the per- 
petually rushed or the terminally hip) is a 
cutting-edge online shooter from Zipper Interac- 
tive, better known as the creators of the red-hot 
SOCOM series. The 
highlight of MAG is 
its enormous size: the 
gamewill supportepic 
(but realistic) battles 
supporting up to 256 
players at once, com- 
plete with armored 
vehicles and sprawl- 
ing landscapes. 
GivenMAG'ssheer 
technical prowess— 
256 players adds up to 
ahuge hardware load, 
even for the powerful 
PS3—we reached out 
to Zipper Interactive 
lead designer Andy 
Beaudoin for more hard specifications of the tech- 
nological brute. What we learned shocked and de- 
lighted us—read on for the full interview. 


F irst announced at last year's E3 trade show, 


Even if the logo is fit for speculation, as its dirty 
metallic look portends gritty futuristic combat. 


demolished. Fighting as a key part of a large scale 
war is an experience that can't be replicated in 
smaller battles. 

To develop a 256-player shooter is obviously 
both a technical and a design challenge. In the 
development of 
MAG, we manage 
these challenges 
by keeping 256 
players as our de- 
sign razor. From 
day one we've 
run every feature 
on the docket by 
the litmus test of 
whether or not it 
enhances the 256 
experience. We've 
had lots of cool 
ideas that didn't 
make the cut sim- 
ply because they 
were things that 
any game could do. We've spent our energy really 
focusing on those elements that make 256-player 
infantry combat shine. 


Would a game of MAG's scale be possible on any 
other platforms? 


While few things are impossible, with the large 
number of players MAG supports, the PS3's archi- 
tecture definitely gives us an edge. In a game filled 
with 256 players moving, shooting, and animat- 
ing, the ability to run these processes in tandem 
gives us a significant boost to performance. We 
also benefit from the PS3's online infrastructure. 


Much of MAG's technology is focused on online 
play. Could any of this highly optimized tech ben- 
efit offline gameplay? 


We've definitely been focused on large-scale on- 
line play since the beginning, but one can imag- 
ine how this tech could apply to offline play. The 
performance benefits of building and refining an 
engine that can push large numbers of players at 
a solid frame rate is a great jumping off point for 
some interesting offline game mechanics, should 
we choose to apply it so. But aside from pure per- 
formance efforts, we've also reworked our pipe- 
lines and processes here at Zipper towards the 
creation of large-scale environments with an 
emphasis on iteration. This allows us to rapidly 


““ When you see smoke billowing over 
a neighboring hill, you'll know your 


defensive lines have started to fall... 


Aa 


Currently, most online shooters top off at 16 
players, give or take. What is the advantage of 
having a 256-player match? How do you keep a 
256-player match manageable and enjoyable? 


Our primary goal with MAG was to retain the in- 
tense feel of eight-on-eight squad combat, where 
the player can have a significant contribution to 
a battle’s outcome. In smaller-scale games, when 
you hear the rumble of distant mortar fire or a 
heavy machine gun chattering away in the dis- 
tance it’s often part of the level’s [audio design 
and ambience]. In MAG, when you hear the rum- 
ble of distant mortar fire you. may want to take 
cover, because there’s a good chance those shells 
will be falling on your squad. The roar of a distant 
jet means close air support is on its way to help 
out your sister platoon. When you see smoke bil- 
lowing over a neighboring hill, you'll know your 
defensive lines have started to fall as bunkers get 


A 256-player game will stress out even the most 
advanced hardware—one reason developers, 
even PC developers, rarely attempt games of 
this magnitude. So what's your technical secret 
for MAG? 


| won’‘t embarrass myself by trying to get too tech- 
nical on the hardware, but even from a designer's 
perspective | can see the benefits of the [PS3's Cell 
CPU] at work. As the engineers on the team have 
been making their Cell optimization passes we've 
seen some staggering jumps in performance. In 
my experience on previous systems, increases in 
performance have come gradually and over time 
as individual optimizations trickle in. On MAG, 
we've seen rapid and significant jumps as our Cell 
gurus distribute more of our systems. It's pretty 
exciting to walk in from one day to the next and 
see а jump of 5 frames in a 256-player battle in а 
rich, detailed environment. 
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modify levels based on test feedback, a key re- 
quirement for large scale multiplayer level refine- 
ment, but also a benefit to refining offline play. 


Blu-ray discs can hold huge amounts of data. How 
is this advantageous for a game like MAG? 


It really frees us up to create content with a focus 
on in-game visual fidelity and performance, with- 
out great worry on what the distribution medium 
can hold. Audio is a great example of this. Voice 
and music are traditionally disk space hogs, but 
for MAG we've been able to shoot for the moon 
with our audio content. This translates to more 
variety, less repetition, and more opportunity to 
provide some unique voice and audio features. It's 
one less limitation we have to focus on when cre- 
ating the content for MAG. 


Every PS3 is shipped with an internal hard drive. 
Is this hardware feature an advantage for MAG? 


It certainly simplifies the design of features know- 
ing all of our customers will be able to access 
downloaded content or other game updates. 
As MAG is an online game, this really allows us 
to streamline our content plans. It's also benefi- 
cial as a streaming too: we can use the speed of 
the hard drive to get pretty aggressive with our 
in-game streaming of content. This translates to 
higher fidelity, better looking levels, and higher 
quality sound. 


What about the PS3's Sixaxis motion-sensing 
technology, or PSP connectivity? 


We're currently evaluating opportunities for Six- 
axis play in MAG. We've tried a few different pro- 
totypes so far, and are looking for opportunities 
to use Sixaxis in a way that will mesh smoothly 
with existing shooter conventions. For launch 
we aren't planning on supporting PSP connectiv- 
ity, but we will consider possible PSP tie-ins after 
MAG launches. 


Will SOCOM players find any fai rity in MAG? 
How does your extensive experience with the 
SOCOM franchise translate to developing a game 
like MAG? 


MAG is a new universe, wholly separate from the 
SOCOM world. This gives us the freedom to cre- 
ate new fiction, new characters, and a new style 
of gameplay, built from the ground up around 
256-player combat. We've definitely looked to 
the past and carried over lessons where applica- 
ble, such as the importance of a tight squad-levelN 
combat experience. The studio's experience with 
SOCOM has also been valuable on the most ba- 
sic level of how to make a good shooter. We've 
learned from our past experiences, which lets us 
focus most of our energy on what makes MAG 
unique. We're confident we have enough variety 
of gameplay to appeal to not only SOCOM veter- 
ans, but fans of other console shooters and those 
that may be new to the genre. 


256 players, but only one screenshot: MAG is perhaps the most closely 
guarded of Sony's big PS3 exclusives. But will it land in 2009? 


Last time we saw Andy Beaudoin, he was stepping offstage at 
E? after introducing MAG. This time he has a lot more to share. 
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GAME OF THE MONTH 


Capcom is on quite a roll these days. From their sublime Mega Man 9 
and Street Fighter |! reboots to the fantastic Street Figher IV, Capcom 
is the video game equivalent of the goose that lays golden eggs. They 
just seem incapable of doing wrong. And now, they've created what 
might be their best effort to date: the incredible Resident Evil 5. Building 
upon the rock-solid foundation laid by Resident Evil 4, ВЕБ delivers а 
pulse-pounding experience that can't be missed. Features editor Patrick 
Shaw, who just happens to be our resident horror fiend, reviewed the 
game, and while he doesn't think it delievers the scares of past RE titles, 
he walked away impressed by its intense action and smooth-as-butter 
со-ор mode. 


Many of you will no doubt lament the franchise's move away from its 
survival-horror roots, but you have to evolve in order to survive—a fact 
of which Capcom is all too aware. Imagine if the company didn't try to 
innovate and just kept pumping out carbon-copy titles—how quickly would 
you get bored with Resident Evil? By constantly moving the franchise 
forward, Capcom ensures the formula doesn't become stale. Trust us, the 
game's fantastic and it easily captured our Game ofthe Month award—even 
with amazing titles like Halo Wars and Puzzle Quest: Galactrix providing stiff. 
competition. So turn the page and lock and load with our review of Resident 
Evil 5. And if you see us playing online, hop in and cover our backs—we're 
gonna need all the help we can get to fight off the undead hordes. 


GAME REVIEW 


50 Cent: Blood on the Sand (Xbox 361 3 Puzzle Quest: Galactrix (DS) 

Afro Samurai (Xbox 360] 3 Resident Evil 5 (Xbox 360). 

Avalon Code (DS). . Star Ocean: The Last Hope (Xbox 360).. 

Big Bang Mini (05). d Sonic's Ultimate Genesis Collection (Xbox 360) 

The Godfather II (PS3, Xbox 360) е Street Fighter IV FightSitck: Standard Edition (PS3, Xbox 360) 

The House of the Dead: Overkill (Wii). 2 Street Fighter IV FightSitck: Tournament Edition (PS3, Xbox 360)... 


Halo Wars (Xbox 360) 5 Valkyrie Profile: Covenant of the Plume (05)......... 


Think it's all fun and games here at GamePro? Actually, EFFECTS 
it is, but we don't just play video games all day—we 1 drank a full 50mg bottle during a mid-afternoon lull and after 
also test out awesome products. This month, wetakea about five minutes, | felt perked up. It’s got a metric ton of 
look at Mana Energy Potions, a caffeine and taurine fu- Vitamin B1, B3, B6 and B12, as well as a nice dose of caffeine 
eled concoction whose motto is "less filling, more kill- апа taurine, so it provides a nice jolt. It's not going to power 
ing." Reviews Editor Tae K. Kim volunteered to be the me through a marathon or anything but as a pick me up, it gets 
guinea pig for this one. He rated the product in three the job done. 


categories—the results are below. FINAL VERDICT 
APPEARANCE | suppose if! wanted to live the “gamer” lifestyle 
The miniature potion bottle design is pretty cool. toits fullest, I'd invest in a couple of these. But at 
| guess you could pretend you are a wizard when $3.45 a pop, they're not cheap. I think the main 
you drink it. The actual liquid itself looks like mouth- draw here is that it’s targeted towards gamers. 
wash, though. If you're a hardcore WoW player or an RPG 

nut, say, then these are right up your alley. 
TASTE Otherwise, you should probably just stick 
to Red Bull or coffee. 


Ugh. It has that awful artificial sweetner after taste, 
which | hate. It also lingers in your mouth for a long 
time after you drink it. And it not only looks like mouth- 
wash, it sort of tastes like it too. But you know what? 
It's actually not half bad. It's vaguely medicinal but you 
5 get used to it. 


$3.45; manapotions.com 
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GamePro Score: le Ж Ж te 


GAMEPRO's RATING SCALE 


Behind the Stars 


The best of the best. If you don't own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 


4.5 to 5 Stars 


у б 4 * Highly enjoyable, but falls short of true greatness. 
Б > The Fight Nights and Tony Hawks of the world. 


3.5 to 4 Stars Ж; жй Ж; 


А У Ў Yr * Approach with caution—try before you buy. Enter the Matrix 
and the Dynasty Warriors games fall squarely in this category. 


2.5 to 3 Stars 


үс fir * Ж Ж Should come with a sticker: “Warning, contains poisonous 


amounts of suckage." Remember Backyard Wrestling? Games that score КАЖУ. ог 
1.5 to 2 Stars higher are awarded our coveted 


Editors' Choice Award. 
* * * # * An absolute insult to humanity. 


Kill it with fire and holy water. 


Oto 1 Star 


The fifth chapter in Capcom's longstanding horror series is bursting 
atthe seams with numerous monstrous explosions like this one. 


The survival-horror behemoth returns. 


RESIDENT EVIL 5 


a new Resident Evil game feels like Christmas 

morning—one filled with beheading undead 
monsters with headshots—but Christmas morn- 
ing nonetheless. Since the survival-horror series’ 
inception in 1996, there have only been a handful 
of official sequels, so Resident Evil 5 is a big deal 
for fans of the horror franchise. 

Butthe game has some massive shoes to fill—l'm 
talking elephantiasis feet. After all, its predecessor, 


| don't think I’m alone when | say the release of 


i 
Ф 


Resident Evil 4, is regarded as one of the best horror 
games ever made. The good news is Capcom isn't 
resting on their laurels with this latest installment: 
Resident Evil 5 introduces a ton of new features and 
improvements that make it worthy of following in the 
footsteps of the classic fourth installment. 


REINVENTED EviL 
Resident Evil 4 took a risk by replacing its 
trademark slow-moving, inarticulate zombie 


Chris and Sheva join forces, carrying out an onslaught against undead 


horde 


ла dual chainguns mounted onto the back of a truck. 


clichés with an entirely new breed of enemy: the 
parasite-carrying cultists called Las Plagas. But 
this change for the series ultimately breathed 
new life into the Resident Evil formula as it 
pitted players against creatures infinitely more 
horrifying than mobs of stumbling, brain-dead 
zombies. Resident Evil 5 takes this reinvention of 
the franchise even further, putting an emphasis 
on action over suspense and adding a much- 
needed cooperative campaign. 

Resident Evil 5 actually isn't the first RE game 
to feature multiplayer support. In the spin-off se- 
ries Resident Evil: Outbreak, several players could 
butcher zombies together online. Sadly, the team 
behind those games didn't quite get the balance 
right, and Outbreak proved to be an underwhelm- 
ing experience. Fortunately, Capcom ironed out 
the kinks and Resident Evil 5's co-op is a welcome 
addition to the series. It doesn't matter if you're 
playing the game with an АЛ. ally or your buddy 
over Xbox Live or PlayStation Network—as a co- 
op game, Resident Evil 5 just works. 


RESIDENT GEAR SOLID 

Another big shift in focus for the series is its em- 
phasis on straight-up action. While there are more 
than a few pitch-black hallways crawling with un- 
dead abominations in Resident Evil 5, the bulk 
of the campaign is made up of trigger-happy se- 
quences that favor explosions, vehicle chases, 
and encounters with massive flocks of enemies 


/ 


atte 


In Resident Evil 5, sometimes you just don't have enough time to butcher every last putrid parasite- 
infested enemy and you just have to make a run for it before something really bad happens. 


Slashing the rotting flesh of enemies with your 15-inch knife is not a bad way to conserve ammo. 


that require you to burn through a lot of ammu- 
nition. It’s pretty evident recent action titles like 
Metal Gear Solid 4 and Gears of War 2 have in- 
fluenced this new direction for the survival-horror 
series. There's even a level towards the end of the 
game that's strikingly similarto a rather important 
stage in Metal Gear Solid 4: Guns of the Patriots. 
With the growing popularity of games like Left 
4 Dead and Gears of War 2, there's no question 
that providing players with a copious amount of 
action is essential when delivering a co-op experi- 
ence. But as a result, much of the suspense in Res- 
ident Evil 5 has been marginalized in the process. 
The truth is the game doesn't have the same fore- 
boding atmosphere as Resident Evil 4. The game's 
design also purposefully strays away from the 


"haunted-mansion" setting of pasttitles, using in- 
stead dazzlingly sunny outdoor levels. That said, | 
suspect most players will embrace this new direc- 
tion for the series, which does not completely turn 
its back on its horror roots. 


UNDEAD UPGRADES 

As we saw a palpable evolution in Resident Evil's 
cast of enemies in the fourth game, Resident Evil 5 
continues this trend. The enemies here are notun- 
like those of the previous game—they too have a 
plaguethatcan cause disgusting parasitic growths 
to burst forth from their flesh and whip you in the 
face. But the zombie-like foes in Resident Evil 5 
are far more advanced than those seen in previ- 
ous games. This evolution can be witnessed early 
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A SELECTION OF EVIL: 
OLD & NEW 


Resident Evil 5 is filled with characters. Here 
are a few key people, some of which are new 
to the Resident Evil universe. 


CHAINSAW MADMAN 

Мо опе кпом/з 5 one-eyed freak 
is related to Resident Evil 4's sack 
headed chainsaw killer, but one 
thing's for sure—this fiend takes 
about 10 times the ammunition to 
put down than his lookalike. 


e THE EXECUTIONER 
& This hulking aggressor in 
black has nails protruding 
from all over his body. Just 
take one look at him and tell 
us he’s not intimidating— 
we dare you. One swing of his 
giant axe is all it takes to split 
you in half like a watermelon. 


ALBERT WESKER 

Resident Evil’s villainous metrosex- 
ual returns and it appears as though 
the toxic amount of gel he smears 
onto his scalp has finally effected his 
brain because Wesker's more psy- 
chotic than ever in RE5. 


EXCELLA GIONNE 

In addition to having one of the stupid- 
est names in Resident Evil history, this 
lady, who is always on the verge of fall- 
| ing out of her dress, is Wesker's busty 
X. and evil sidekick. 


| 


MYSTERIOUS CHARACTER 
The identity of this beaked, cloak- 
wearing character is an enormous 
spoiler. No, seriously—we're not 
going to tell you 


As any Resident Evil veteran will tell you, shotguns are a crucial 
weapon to use when battling the series' horrific cast of enemies. 


astheir motor skills are developed to the pointthat 
they can putter around on dirt bikes. 

The most shocking change made to your in- 
fected enemies occurs in the second half of the 
game, and it's something that has a particularly 
big impact on gameplay. Fully clad in military fa- 
tigues, your undead foes begin to carry assault ri- 
fles and other firearms, completely transforming 
the combat in the game from that point forward. 
You no longer have time to carefully aim those 
headshots and are forced to engage in shootouts 
with your gun-wielding enemies, taking cover as 
much as possible à la Gears of War. This is a dras- 
tic change for the Resident Evil series and it's one 
1 have mixed feelings about. On one hand, I like 
the ramped-up intensity in combat situations, but 
Resident Evil 5 more or less dumps the ominous 
tone and atmosphere the series is known for. The 
game lacks what made Resident Evil 4 so damn 
scary, and that's a bit of ashame. 


AFRAID OF THE DARK 
Don't get me wrong—the moments in Resident 
Evil 5 | enjoyed the most are these explosive 


Hollywood scenarios. In one particularly memo- 
rable level, you jump onto the back of a truck and 
pump lead into swarms of infected enemies who 
chase you on dirt bikes and trucks. In another 
stunning sequence, you steer a fan boat around 
a murky swamp, avoiding the hungry mouths of 
mammoth-sized crocodiles. The action is also bro- 
ken up nicely by ResidentEvil's trademark puzzles; 
the many boss battles that are sprinkled through- 
outthe game also offer a nice touch of variety. The 
game also keeps things fresh by introducing new 
enemy types periodically, and you can't help but 
remember the first time you go up against a burly 
mini-gun lugging soldier or contend with a sack- 
headed cyclops wielding a chainsaw. 


FLAWED BUT FUN 

Something that did bother me while playing 
through RE5's campaign is the noticeable drop in 
energy atthe game's halfway point. Just about ev- 
erything you've seen in screenshots and videos 
from Resident Evil 5—in the sun-scorched African 
villages and the alligator-infested swamps—are 
by far the most exciting and interesting moments 


in the game. Some ofthe later missions, however, 
come off as a bit generic and aren't as fun to play 
as the earlier ones. 

But after beating RE5, | have no choice but 
to award the game a high score. Resident Evil 5 
takes players in a bold new direction—it takes 
some risks and tries some new things. Hardcore 
fans may be disappointed by the departure from 
the traditional survival-horror roots but trust me, 
the game delivers enough thrills that you probably 
won't care.—Patrick Shaw 


CONS: Emphasis on action might turn off some 
fans; campaign loses steam towards the end. 


6 DEVASTATING WEAPONS TO UPGRADE FIRST 


Resident Evil 5 is loaded with а wide array of killer weapons—everything from grenade launchers to stun batons, but 
how do you know what to upgrade first? We reveal the six best guns on which to spend your hard-earned gold. 


6. JAIL BREAKER (4000 Gold) 
Jail Breaker (SG) 


Firepower 
Reload speed 
Capacity 


The Jail Breaker looks like a massive grenade 
launcher, but it's actually a quick-reloading 
automatic shotgun that can tear the face off an 
infected foe. This is the last shotgun you acquire 
in the game, but you should upgrade its Critical 
Head Shot Percentage and give it to your ally so 
you're both armed with shotguns. 


5. Su W M29 MAGNUM (4000 Gold) 
S&W M29 (MAG) 
Firepower 


Reload speed 


Capacity 


Blow the heads off your parasite-infested enemies 
Dirty Harry style with the S&W Magnum. Recom- 
mended only for pros at getting headshots, this 
beast of a gun can hold more bullets and packs 
more of a punch than the L. Hawk Magnum in Res- 
ident Evil 5. It's also 1000 gold cheaper than that 
gun, too. 


Firepower 
Reload spéed 
Capacity 


The bulky PSG-1 rifle in Resident Evil 5 reloads 
faster than the Dragunov SVD sniper rifle, making 
ita bit more effective than it when battling the evil 
dead. If you're no sharpshooter, upgrade the hell 
out of it, paying special attention to souping up 
its Critical Head Shot Percentage, and then give 
itto Sheva. 


3. AK-74 (4000 Gold) 


AK-74 (MG) 


Firepower 
Reload speed 
Capacity 


This assault rifle is crucial to your survival and 
perfect for clearing out a room teeming with un- 
dead enemies. While the AK-74's stopping power 
is nowhere as tremendously lethal as a shotgun, 
it's the most powerful machine gun in the game, 
making it well worth your gold. Upgrade this gun's 
reload speed to maximize its deadliness. 


2. ANY SHOTGUN 
M3 (50) 


(2000-4000 Gold) 


Firepower 
Reload speed. 
Capacity 


Shotguns and Resident Evil go together like pan- 
cakes and syrup, and it’s a good idea to spend a 
big chunk of change on increasing its overall Re- 
load Speed, Fire Power, and Capacity. The M3 in- 
flicts the most damage out of the three shotguns 
in the game, but the Jail Breaker and Ithaca M37 
are also quite effective. 


1. SIG P226 HAND GUN 
SIG P226 (HG) 


(4000 Gold) 


Firepower 
Reload speed 
Capacity 


The SIG P226 is the best pistol you can acquire and 
it’s important to max out its attributes right away 
due to the abundance of hand gun ammunition 
throughout the campaign. The P226 might not reload 
quite as fast as the H&K P8, but it deals more damage 
and that’s what's important when you face hordes of 
infected enemies in the more grueling missions. 


Емегу frame of Halo Wars is filled with action, from the grenadier tossing 
his hot potato in a Warthog to the Scorpion's explosive volley. 


HALO WARS 


Why limit yourself to a single faceless Spartan when you can command an entire UNSC army? 


fter three best-selling first-person shooter 
А blockbusters, this futuristic universe has fi- 

nally branched out. Halo Wars masterfully 
transports the series' best elements to an entirely 
different genre, and its unparalleled accessibility 
makes for an excellent introduction to real-time 
strategy, but its self-imposed limitations take a 
meaty chunk out of its longevity. 


BUILDING EMPIRES 

Twenty years before Master Chief steps out of cold 
storage, the Covenant's on the trail of a secret that 
could give them an insurmountable advantage 
in the war against humanity. After the first slick 
pre-rendered cinematic, I’m tearing across snow 
and ice in a Warthog, gathering pinned marines 
solcan retake a base. The basic controls become 
second nature within moments. The Left Bumper 
selects everything, while the Right selects only 
visible units. X moves and attacks, while Y tells 


jeep drivers to run over enemy troops and ma- 
rines to chuck grenades at weak spots. 

Traditionally, the base-building missions that 
follow are where the learning curve starts to as- 
cend, but Halo Wars pares the process back to 
the essentials. You won't have to find land near 
resources: you can only build bases in predeter- 
mined places, and most resources are flown in. 
There's no need to figure out the optimal place- 
ment of buildings for an area, because each base 
is simply a central fortress, four turret slots, and a 
collection of empty lots that you develop into six 
different structures. 


HOME SWEET HOME 

The most tangible benefit of this approach is the 
immediate feeling of familiarity. The tools have 
changed, and т viewing the action from above 
each explosive battle, but I’m right at home with- 
out any delay. All the tricky decisions that could 


trip me up have already been made for me, and 
yet "т still free to erect buildings and train units as 
| see fit. The limitations are tight enough to force 
interesting decisions, like whether to dedicate the 
last slot on a base to vital supplies or luxurious 
aerial support, but not strict enough to frustrate, 
at least at first. 

| was disappointed to find only a dozen basic 
UNSC unit types with which to experiment until | 
dug into the superb upgrade system. Did | want to 
steadily improve my marines with rocket launch- 
ers and medics until they became full-fledged 
ODST roughnecks, or crank out reactors until | 
had the technology available to send a huge and 
deadly Vulture out to cruise the skies? Vehicles, 
aircraft, and infantry form the time-honored rock- 
paper-scissors triangle, but individual units also 
get special attacks to boost their effectiveness in 
certain circumstances. 


DIMINISHING RETURNS 

The 15 imaginative missions task you with ev- 
erything from rescuing civilians to dragging 
gear up a steep slope, and often underscore the 
long-term ramifications of your command de- 
cisions. This is the spine of any strategy game. 
Sadly, the same complexities of base and re- 
source management that make competing titles 
less approachable to the uninitiated also give 
them significantly more tactical depth. No mat- 
ter what colorful battlefield you thunder across, 


GD Optorial; Kill 50 Elites (1/50) 


Many strategy games stick you with the same scenery for 
map after map, but Halo Wars offers a lot of colorful variety. 


Scarabs are incredibly powerful units 
expensive. Don't pin all your hop 


you won't ever roll into an opponent's base and 
be stunned by his ingenuity, because inventive 
building arrangements and unexpected environ- 
mental exploitation simply aren't possible. Bat- 
tles blend together and become less memorable 
as a result. 

These possibilities were probably consciously 
sacrificed to ensure balance and initial friend- 
liness, but there are places where Halo Wars’ 
streamlining goes too far. It’s hard to imagine the 
rationale behind unit selection controls that don’t 
allow you to do basic stuff like gather assets into 
recallable selection groups, determine simple for- 
mations, or even subtract individual units from 
your current force. Elaborate attack plans aren’t 
impossible, but they require unnatural contor- 
tions that'll make anyone with an ambitious streak 
feel hamstrung. 


ABOVE AND BEYOND 

Such constraints don’t limit the fan-service ap- 
peal of the many detailed flourishes that en- 
liven the battlefield. You can only have three 
Spartans at once—so much for the promised 
“armies” of them—but watching them take out 
Elite Honor Guard operatives from garrisoned 
cover and hijack poorly protected Covenant ve- 
hicles is energizing. UNSC troops tend to be a 
staid bunch, cranking out personality-free chat- 
ter, but every now and then somebody pipes 


but they're also ludicrously 
‘or survival on it 


up about getting enemy giblets in the grill, and 
you can always count on Covenant grunts to 
say something silly. You can even obtain secret 
Skull collectibles by exploring and complet- 
ing secondary objectives during the campaign 
to unlock goofy special toggles that exagger- 
ate destruction physics or make Grunts die in a 
cloud of festive confetti. 

Best of all, the prequel story doesn't con- 
tent itself with simple name-dropping, and in- 
stead touches on all the science fiction themes 
that enabled the original trilogy to capture so 
many imaginations. We wouldn't want to spoil 
the surprises here, but suffice it to say that there 
are stranger constructions in this universe than 
orbital rings. In the end, your own love for the 
Halo universe itself will undoubtedly amplify 
your enjoyment. 


ONLINE ARMAGEDDON 

Military playmaking is often regarded as a soli- 
tary pursuit, but with the right partner Halo Wars’ 
online co-op is the more entertaining way to play, 
even if interstitial visits to the lobby interrupt the 
flow. Participants split any starting forces, but 
both players have full access to each base, build 
queue, and upgrade option, regardless of who 
initially built what. Pick-up games with strang- 
ers could easily turn into frustrating tugs-of-war, 
but the extra pair of hands comes in pretty handy 


during the frantic later missions, and the shared 
triumph of defeating Covenant troublemakers and 
Flood riots is mildly addictive. 

Competitive multiplayer underscores the 
meticulous balance between forces, and huge 
clashes filled with fiery special effects are only 
rarely marred with hiccups. Most of the maps are 
enjoyable, if perhaps a bit too beholden to sym- 
metry, but a few seem slapped together or down- 
right obtuse, relying on either a ridiculous surfeit 
of base construction opportunities, some right on 
top of each other, or winding areas that could’ve 
served as brutal choke points if they were placed 
with more care. 

Ultimately, online combat's greatest asset is 
its flexibility, even taking into account the disap- 
pointing absence of a six-player every-man-for- 
himself mode. You're free to build teams that 
turn Covenant and UNSC factions into allies, 
any number of Al stand-ins can fill out empty 
slots, and a “deathmatch” setting speeds up 
the bloodletting considerably. The early ten- 
sion of each conflict is substantially subdued 
when you know precisely where your opponent 
is right from the jump, but the whole affair is 
still varied enough to add significantly to the 
solo experience. 


CUSTOMIZED COMPETITION 

If you find you get ground under the heels of 
more experienced players in your early sojourns 
online, you can take your training offline in the 
remarkably satisfying Skirmish mode. Just like 
in multiplayer matches, the fourteen maps run 
the gamut from dust-choked Flood-infested 
wastes to lush green grasslands, and pit hu- 
mans and А! bots against one another in 1-оп- 
1, 2-on-2, and 3-on-3 matchups. Special abilities 
and units unique to each of the six UNSC and 
Covenant leaders add just enough spice, and 
taking a break from eye-in-the-sky oversight to 
direct each individual slash of an enraged Ar- 
biter's energy blade is a blast. The only irritat- 
ing drawbacks are the occasional path-finding 
glitches and the inability to save in the middle 
ofa match. 

What kept Skirmish Mode fun for me even 
after many hours was the automatic difficulty 
that tailored itself to my skill level, and indirectly 
helped me work through some of the weak points 
in my methods. Unfortunately, even this learning 
process eventually underscored the game's limita- 
tions more than my own. If only there were a way 
to pry the training wheels off of building place- 
ment, and unlock a more flexible array of unit se- 
lection and grouping options, Halo Wars might've 
been a legendary long-term contender instead of 
merely a wonderful temporary game diversion. 
— Cameron Lewis 


PROS: Simple and intuitive controls; superb 
and balanced upgrade system; appealing and 
etailed battles; just enough unit variety. 


CONS: Base 


poor 


and building placement is con- 
unit selection toc limited 
ystem; minor path-finding issues. 
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REVIEWS 


THE 6 Mosr POWERFUL UNITS IN HALO WARS 


Whether you're fighting for humanity as the UNSC, or choking the life from it as 
the Covenant, you'll have to rely on your infantry, air support, and motor pool to do 


your dirty work. Here are our picks for the deadliest units from each category. 


INFANTRY: SPARTANS 

Spartans have the ablility to 
hijack enemy vehicles, and their 
shields help them get close 
enough to accomplish the feat. 
You're limited to just three, but 
upgrade the crew with neural 
implants and lasers and the trio 
will rock your opponent's world. 


VEHICLE: GRIZZLY 

What starts out as a common 
Scorpion evolves into a rolling 
juggernaut complete with fast- 
turning turrets and devastating 
canister shell blasts. Only Ser- 
geant Forge can build them, but 
they're worth every penny. Just 
watch out for enemy air support. 


AIRCRAFT: VULTURE 

The Vulture super-unit moves 
with all the urgency of a sloth, but 
it can deal tremendous damage 
to absolutely anything, and its 
missile barrages can bring down 
enemy buildings in seconds. 


10 Wavs To WiN HALO WARS 


Want to dominate the competition every time you pick up the controller? 


Here are 10 tips to help you become a better General. 


INFANTRY: ELITE HONOR 
GUARD 

Only the Prophet of Regret can 
churn out these special forces, but 
you can build up an army of energy 
swords pretty quickly, and send 
them into an enemy base in cloaked 
form. There's no better way to scare 
the pants off an opponent. 


VEHICLE: SCARAB 

You'll need to upgrade your temple 
to the third age, and building just 
one of these fearsome behemoths 
will set you back a whopping 3,000 
resources, but this super-unit can 
almost single-handedly turn the 
tide in longer matches. Just don't 
let a Spartan hijack it! 


\IRCRAFT: VAMPIRE 

The Vampire will take a bad beating 
if it gets near any anti-air vehicles 
or turrets, but no other aerial force 
can touch it. Supplement a few 
Vampires with an Engineer or two, 
and you'll virtually own the skies. 


1. BUILD ORDER: Starting out on the right foot is important. If you're playing as the UNSC, immediately build a 
supply pad, reactor, and barracks. If you're taking control of the Covenant, crank out a warehouse, temple, and hall. 


Once the reactor or temple is done, upgrade your supply pad or warehouse, and then start building your army. 


Ж 22 % Ü 


3. GROUP CREATION: Don't march your entire army all 
2. SPECIAL ATTACKS: Most units get a special attack that can boosttheir {f over the map. Use the right trigger and radius selection to move 
effectiveness on demand by tapping Y. For instance, Warthogs will always be М units into distinct and balanced groups. Once they're apart, select 
more effective against infantry if you ram through the crowd. Ш them in a hurry with the right bumper. | 


" Я Е 
5. ELEPHANTS: Marines аге slow, so keep 
4. ARC ATTACK: Take advantage of opponents who move en masse by attacking their bases in a steady stream of cannon fodder headed to 
an arc formation. Spread your forces out in a hurry by using the Right Trigger to move between unit the frontlines by hiding an Elephant base near 


types, then direct them to different places. the action. 


6. EXPLORE EARLY AND OFTEN: Keep 2 7” à 5 PEG Е : 
a Warthog or Ghost circling around the map 7. SAVE COVENANT LEADERS: if you 8. HUACKING: Spartans are a vital part 
to reveal crates and enemy staging grounds. № sense death approaching, tap left on the of any UNSC force, and can convert enemy 
The intelligence and resource benefits are directional pad, select the base teleporter, vehicles. Your enemy's greatest asset can 
usually worth any unit losses. and summon your hero out of harm's way. become your greatest asset. 


А % 73 Ч 
10. COMMUNICATION: Communication is vital in team-based multiplayer 
{ matches, and pick-up groups who can't be bothered will learn this the hard way. To 
| aid comms, try viewing the action so your compass faces North, so you can offer 
ing to constantly redirect your minions’ fire, but the more Ё and interpret directional cues quickly. Also, speak up if you botch your resource | 
you do so, the more you'll reduce their efficiency. © management—a teammate might send a crate or two your way. A 
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9. AVOID MICROMANAGEMENT: It can be tempt- 


ан E 
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Something tells us he's going to have a "splitting" 


adache 


in the morning. Okay, we admit it: that was pretty bad. 


AFRO SAMURAI 


Far from perfect but still an incredibly entertaining play, 


Xbox 360 


as another cheap cash-in on a successful fran- 

chise. The Spike TV animated show is a cult hit 
and we all know what happens when you try to tie 
in a video game to an established IP, right? But one 
glimpse at the game's production value is bound 
to impress even the most cynical of gamers. From 
the A-List Hollywood line-up of voice actors to the 
fantastic RZA-produced hip-hop soundtrack, Afro 
Samurai spares no expenses in completely im- 
mersing the player in the game's unique, blood- 
spattered universe. 


| t'd be incredibly easy to write off Afro Samurai 


CEL-SHADED SAMURAI 
The first thing gamers are bound to notice when 
they plug in Afro Samurai is the game's exquisite 
art design. From the title's sketchy cross-hatched 
visuals to the water colored scenery, the game 
really looks and feels like it was painted on your 
screen. The cel-shaded graphics only intensify 
the stylish experience, truly making you feel like 
you're playing through an episode of the televi- 
sion show. This idea is complimented through 
events and characters ripped straight from the 
show, notto mention trademark moves you'd only 
find in a property as completely ridiculous as Afro 
Samurai (slicing sniper bullets in half an instant 
before impact, anybody?) 

Afro Samurai doesn't hide the fact that it's a 
slice and dice brawler through and through. With 
the game's deeply rooted combat system playing 


such an integral role, the brawling was a real sink 
or swim situation. Thankfully, the game's innova- 
tive hack and slash fighting is an absolute blood- 
soaked blast. Similar to most brawlers, you're 
equipped with the bare essentials (heavy attack, 
quick attack, etc) and an insane amount of ene- 
mies to test those moves out on. 


"YES, THEY DESERVED TO DIE!” 

Where Afro really shines, however, is stringing 
these attacks together in utterly ridiculous (and 
sometimes seemingly endless) combos result- 
ing in some of the bloodiest finishers this side of 
No More Heroes. Afro also has access to a "Fo- 
cus" mode which kicks in a slo-mo effect similar 
to F.E.A.R.'s reflex time. While in Focus mode the 
action slows down as speed lines fill your screen 
and your surroundings turn black and white, 
each timed strike incredibly devastating to those 
around you. Focus attacks are incredibly fun to 
execute and range from vastly entertaining to ut- 
terly ridiculous as you slice the torsos of five ene- 
mies at the same time, your sword acting as a hot 
knife through butter. 

While the game's faithfulness to the show is 
refreshing, the storytelling is rather inconsistent. 
| found myself lost from time to time as | ventured 
through Afro's disturbed memories. The plat- 
forming segments are also schizophrenic in their 
difficulty—they're either insultingly easy or ob- 
scenely difficult. Much in the vein of the Prince of 


Persia series, Afro can wall-run and leap across 
ledges in certain environments, but with clunky 
detection as well as clipping issues when itcomes 
to some of Afro's more difficult acrobatic pursuits, 
the game just becomes plain frustrating in an ex- 
treme trial and error manner. 


Вгоор 15 BEAUTIFUL 

Still, the game is incredibly bloody, obscenely 
beautiful and extremely entertaining. | just 
wish the experience had been more consistent 
throughout; if it had, it would have gotten a much 
higher score for sure. But fans of the TV series 
will definitely want to pick this one up; newcom- 
ers to the franchise should also have no problem 
enjoying this gorgeous genre-twisting brawler. 
—Will Herring 


; fantastic soundtrack; 
combat is a blast. 


CONS: Tacked-on platforming; hack-n-slash 
gameplay can get repetitive. 
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House of the Dead: Overkill's flesh-munching undead are highly-infectious. 


EEEEEEEEH [F] 


00018875 


+ 100 N 
Ee] а 


If they get this close to you, obliterate them with a hand grenade! 


THE HOUSE or THE DEAD: OVERKILL 


The House of the Dead gets a refresh 
he House of the Dead enters the relentlessly 
T vulgar world of low-budget grindhouse cin- 
ema with Overkill, a crusty, hyper-grisly 
homage to 1970s exploitation horror films that's 
basically a video game equivalent to Grindhouse. 
Overkill still plays like a regular House of the Dead 
game-—the dev team just cranked up the abun- 
dance of gore, f-bombs, and cleavage shots. 


GRINDHOUSE OF THE DEAD 

Overkill takes a more novel approach to pump- 
ing bullets into the rotting flesh of zombies, as 
it embraces the aesthetic of sleazy gore movies. 
As soon as you boot up the game, a grainy video 
plays where a stripper gyrates around a pole to 
cheesy porno-esqué music and sets the tone for 
the rest of the game. 

Levels in Overkill are broken up into chap- 
ters that work as mini-horror movies, each with 
their own hammy title and theme: Papa's Pal- 
ace of Pain, for instance, has you storm a dilapi- 
dated house swarming with zombies, while Carny 
takes place inside a Carnival inhabited by undead 
clowns and other zombified carnival folk. Other lo- 
cales include a Louisiana swamp, a hospital com- 
plete with decomposing wet nurses, and a prison 


g B-movie horror facelift. 


level where you have to take out both zombie pris- 
oners and zombie guards fully-clad in riot gear. 


ZoMBiES ATE My Wii REMOTE 

The level design in Overkill is also one of the 
game's biggest strengths. No two levels are alike 
and there's impressive variety in the enemies. 
Each mission also ends with a boss fight, and 
while the vast majority of these battles are a bit 
too easy, most of them are quite memorable. The 
carnival-themed level, for example, ends with a 
showdown against a grotesquely deformed freak 
with a small creature growing out of its belly that 
resembles Quato from Total Recall. And for horror 
movie buffs, without spoiling the final boss fight, 
I'll just say it features an obvious tribute to Peter 
Jackson's splatter classic Dead Alive. 

1 also liked the variety of firearms at your dis- 
posal, including two types of shotguns, an assault ri- 
fle, and more...plus, each weapon in the game can 
also be upgraded for more ammo capacity and dam- 
age. There's also a power-up called "slow-mofo" that 
briefly slows down the game to a snail's pace ala Мах 
Payne, giving you plenty of time to get those head- 
shots in and watch a zombie's face slowly explode 
into chunks of goo, brain, and skull fragments. 
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DEAD OR ALIVE 

There are a few aspects of House of the Dead: 
Overkill that didn't work for me. My main grumble 
is the Detective Washington character who does 
a bad Sam Jackson-impression from Snakes on 
а Plane throughout the entire game. Washington 
is funny but he eventually starts to grate on your 
nerves. | also encountered some lag and slow- 
down when the screen became cluttered wi! 
enemies. Despite these issues, Overkill is one of 
the better on-rails shooters l've ever played. It's 
a solid game and should please any horror movie 
addict who owns a Nintendo Wii.—Patrick Shaw 


PROS: A refreshing cult-horror movie twist on 
classic House of the Dead; great zombie types. 


CONS: Humor gets annoying fast; game gets 
laggy at times; limited replay value. 
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From kind-hearted robots to creepy miniscule magicians, you're guaranteed 
to end up with a cast of interesting party members in The Last Hope. 


A fantastic swan-song for the cult-favorite space opera. 


TARGET. 
22 


tar Ocean: The Last Hope serves as а pre- 
S quel to the Star Ocean universe, pre-dating 
the series' first title by a whopping two cen- 
turies. The Last Hope picks up shortly after World 
War 1 has all but destroyed the once green Earth, 
leaving the planet's population in desperate need 
of a new home. It's against this desolate back- 
drop that the beautiful and engaging Last Hope 
kicks off. 


< 


To say that The Last Hope is "visually impressive" is а vast understateme 


NEVER MISSING A BEAT 

Star Ocean's trademark real-time battles make a 
triumphant return in The Last Hope, overhauled 
with brand new bells and whistles that allow 
players to truly maximize and customize their 
gaming experience. Gamers can now assign 
one of three different fighting styles, or "Beats," 
to their party members. Depending on how you 
approach your characters' Beats (offensive, 


defensive or neutral), they'll receive certain 
perks with each Rank Up to better complement 
their fighting style. 

Symbology and Special Arts also return 
with a series of beautiful animations and dev- 
astating spells. Upon utilizing the game's Chain 
Combos, characters can customize and link to- 
gether various Symbology spells or Special 
Arts to truly put the hurt on your enemies. One 
of my favorite new additions is the battle sys- 
tem's Bonus Board: a unique assortment of 
multi-colored tiles that are earned with spe- 
cial feats performed during combat (such as 
defeating multiple enemies with one strike or 
a Special Skill). Each tile earned during battle 
gives players an extra boost upon victory. For 
instance, defeating an enemy with a Blindside 
attack awards players with a blue tile that pres- 
ents the party with an extra 10 percent of expe- 
rience once you've triumphed over your foes. 


When executed properly, Blindside attacks can land devastating critical hits on your opponents. 


Succubus 


Rush 


The battle menu lets you change tactics, heal party members, or select spells and items on the fly. 


When utilized properly, perks from the Bonus 
Board can really cut down on tedious level 
grinding and item collection; it'll even provide 
post-victory perks like healing bonuses. 


TESTING YOUR TALENTS 

Item Creation is also back, and while | want to say 
it’s “better than ever,” the mechanic suffers from 
a few issues. Where each character can special- 
ize in a certain skill (such as Smithery, Alchemy, 
and Artistry) these abilities are truly put to the 
test when you hit the Item Creation station. Us- 
ing a unique layout, you can separate your party 
into four groups to better complement each oth- 
er's abilities and produce brand new recipes, from 


weapons and armor to spell cards and delicious 
dishes. With the correct amount of ingredients, 
you can go straight from brainstorming recipes 
to synthesizing items; unfortunately you can only 
create items while on the Calnus. This means you 
can be halfway across planet Lemuris when you 
realize you have the right ingredients to make a 
Flame Sword, but you have to backtrack all the 
way back to your ship in order to create it. 


FALLING STARS 
I've heaped a good amount of praise on The Last 
Hope so far, but the game is certainly not with- 
out its faults. One of my biggest problems with 
this Star Oceanis the story. For large chunks of my 
playtime, | didn’t have any other objective aside 
from “explore space and kill monsters.” The game 
takes far too long for the actual story to kickin, and 
is unfortunately marred by a series of Japan RPG 
stereotypes. The prime example is the main pro- 
tagonist, Edge Maverick, a ridiculously named, 
headstrong captain with an inner heart of gold. 
We haven't seen that before, right? 

Then we have right hand lady Reimi Saionji, 
the cute, intelligent childhood friend whose main 
task is to keep the reckless hero in line. If you 


GAMEPRO 


sense a blooming love between the two some- 
where around level 30, give yourself a pat on the 
back. Even with a few typecast trifles, Star Ocean: 
The Last Hope still manages to feel fresh and does 
offer new and interesting experiences, but | do 
have to warn you that you'll definitely encounter 
your fair share of cookie-cutter relationships and 
plot devices throughout the game. 


HELP ME OBI-WAN 
However, The Last Hope does demonstrate an 
ability to stick to the tried and true and make it 
successful. Though it utilizes a 3D engine, it still 
feels and plays very much like a 2D-RPG. Unfor- 
tunately, the game's camera can still be tricky to 
control, and it struggles to find its place in smaller, 
cluttered areas, which can be rather annoying. | 
also thought the battles occurred too frequently; 
| enjoyed the battle system but the rate at which 
you get into fights is a tad high. The other unin- 
tended effect is you accrue a ton of experience 
battling the endless waves of foes; by the time I 
reached the supposedly earth-shattering boss, 
my stats were buffed out from the constant fight- 
ing, leading to a rather anti-climactic battle. 

Still, Star Ocean: The Last Hope is 
a breath of fresh air for hardcore 
RPG gamers looking for a solid 
RPGexperience. Whileitdoesn't 
offer anything truly revolution- 
ary, it's still quirky, addictive, and 
downright fun enough for gamers 
both new and old to log plenty of 
hours in. So sit back, strap in, and 
prepare for launch: that endless 
stretch of space we call the star 
ocean is waiting.—Will Herring 


PROS: Beautiful visuals; fun battles; innovative 
item creation system. 


CONS: Voice acting's a mixed bag; cookie- 
cutter story; "Edge Maverick?" Really? 


PUZZLE QUEST: GALACTRIX 


A game so addictive, it'll get you in trouble with your mom. 
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From: Tae K. Kim 
To: Mom 
Subject: RE: You're a bad son 


“Deadbeat son disappears off face of the Earth"? Yeah, that was real funny. Look, I’m sorry | haven't called you or come to visit in a while. I’m 
reviewing this game called Puzzle Quest: Galactrix and it's been eating up a lot of my time. 

And yes, before you flip out, it is a Puzzle Quest game. | know | disappeared for like a year when | got hooked on the original. The bad news is that 
Galactrix is as addictive and as awesome as the original. l've been playing it for the past two weeks straight and it's got everything that the original 
Puzzle Quest had—engaging puzzle-based gameplay coupled with a deep RPG element. Butthe formula's been improved in a lot of ways. The biggest 
change is the fact that the direction you move gems.now dictates how new ones enter the playing field; make a match by moving a piece down and 
the board shifts that way. It really adds a nice level of strategy and forces you to think about how you manipulate the individual gems. 

There's a main storyline you can follow as well as a ton of side missions to take on; if | did every mission, | probably wouldn't see you until Christ- 
mas at least. The majority of my time so far has been spent getting into battles against the А.1.; it's not the smartest opponent in the world and it wins 
more off lucky breaks than good strategy but it still puts up a decent fight, even if it does "cheat" every now and again. I’m not a big fan of the game's 
pacing, though; you have to put up with a lot of tedious leapgate hacking and backtracking in order to complete early quests. But the fact that | keep 
on playing probably says a lot about how deep and engaging the game is. 

But you can stop leaving me angry phone messages because the good news is that I’m going to quit playing the game soon. It's really limited in 
terms of presentation; the graphics are nice but they're tiny and it hurts my eyes to stare at ће DS for long stretches (and really, there's no way to play 
this game and not have it turn into a long stretch). The stylus controls are also a little stubborn and it sometimes registers the wrong move, which 
sucks. | also hated the intermittent pauses when the game loads something or saves my progress. 

Unfortunately, the bad news is that I’m only quitting so | can move onto either the PC, Xbox 
360, or PS3 version when it comes out later this year. After seeing the PC demo, | can tell you that 
the presentation is much better on one ofthe bigger platforms. The graphics are crisper, there are 
neat visual effects, and it's probably going to be superior experience. Still, until those versions 
come out, l'm going to keep on playing the DS. So 111 just apologize now for all the emails and 
phone calls I'm not going to return. | promise I'll make it up to you on your birthday. Can you send 
me a note and tell me when that was again? Just kidding. 


| | i Мот. It's your second-born son. You know, the one you wrote that hilarious "article" about in the last family newsletter? The one you titled 


Your son, тамда “а PROS: Deep and addictive gamepla 
Tae TS я 5 sequel to the original Puzzle Quest. 


CONS: Limited presentation; АЛ. still “cheats;” 
initial quests require a lot of tedious work. 


the shell and claim the loot for yourself. 


In The Godfather II, the world is your oyster—all you have to do is pry open 


THE GODFATHER |! 


Just go ahead and kiss the ring. 


са Xbox 360 


Auto's success gave birth to so many imitators 

it was just a matter of time before someone 
found a way to out-Rockstar Rockstar. That's ex- 
actly what EA has accomplished with The God- 
father lI—it improves upon the "crime boss” 
aspect of GTA and becomes the experience by 
which other crime games must be judged. It isn't 
the best open-world game out there, but it does a 
sublime job of capturing what it feels like to be the 
head of a virtual crime family. 


| twas bound to happen eventually. Grand Theft 


LA FAMILIA 

You'll take the role of Dominic, a thug-turned-Don 
who rises to prominence by defending the honor 
of the Corleone family and wiping out the forces 
that oppose it. It's a story that dovetails with the 
film The Godfather: Part Il, but it doesn't detract 


и Developer: 


from the gameplay. Much of the game revolves 
around takeovers: You drive to an enemy busi- 
ness in one of three massive environments (New 
York, Florida, and Cuba), kill the opposing guards, 
rough up the owner, and take control of the racket. 
The action is plenty satisfying on its own, with a 
lock-on aiming system that’s simple to use with- 
out making things too easy. 

Your assaults can be made considerably 
smoother by utilizing the special skills of the 
three-man crew you assemble; there are classes 
ranging from the Electrician, who can keep ene- 
mies from calling for back-up, to the Bruiser who 
can knock down reinforced doors. 


It’s Соор To BE THE KING 
As fun as these petty crimes are, the metagame 
surrounding them is just as engaging. When 


EA Redwood Shores m Publish 


you control all of a certain type of criminal out- 
fit—bordellos or chop shops, for instance— 
you'll get a big advantage in combat like brass 
knuckles or bulletproof vests. Knowing that 
kind of bonus is just a couple of takeovers away 
makes it impossibly difficult to set the control- 
ler down for the night. 

If | were to lodge one complaint against the 
game, it’s that the environments could use an 
extra coating of graphical polish, but the slight 
lack of fidelity is more than made up for by the 
gameplay variety. I’m not ready to call this the 
king of open world games—that crown is still 
firmly ensconced on Niko Bellic's head—but 
when it comes to replicating the feeling of being 
an underworld kingpin, Godfather II is the Don. 
—Justin McElroy 


PROS: Action and strategy elements are solid; 
topnotch writing and voice acting. 


CONS: Environments look a little flat; team- 
mate A.l. can be wonky at times. 


— 


Headshot! Remember: different kills earn you different amounts of points, 
so be sure to experiment with the G-Unit's arsenal. 


50 CENT: BLOOD ON THE SAND 


The superstar rapper's second console excursion is completely ridiculous, yet undeniably entertaining. 
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о one will ever know how Blood on the 
N Sand actually came about, but there are 

some theories. For instance, someone 
over at developer Swordfish Studios may 
have been killing time with Mad-Libs: The Rap 
Edition and decided it'd make a good game. 
^Hip hop superstar (50 Cent) is in search of a 
priceless artifact (diamond encrusted skull) 
while traveling in a war-torn locale (nameless 
Middle Eastern country)...holy crap, | think 
we've struck gold!" How else can you explain 
the game's ridiculous premise? 


Сиск, Сиск, Воом! 

But believe it or not, Blood on the Sand'ssilly setup 
actually works within the context of the game. It, 
along with everything else, is so over-the-top that 
it makes sense in an odd way. Fiddy goes on tour 
in the Middle East, the promoter pays him with a 


blinged-out skull and—surprise!—it gets stolen. 
Rather than call the authorities, Fiddy goes on a 
murderous rampage to get it back. 

The gameplay also meshes nicely with the 
“you gotta be kidding me” story. A composite of 
Gears of War and Sega's shoot-em-up The Club, 
Blood on the Sand’s an adrenaline-fueled frag-fest 
from beginning to end. As you guide Fiddy and an 
A.l.-controlled member of the G-Unit through a 
number of exotic locales, the name of the game 
remains extremely simple: bust mad caps in 
everything. Enemies, explosive barrels, wooden 
crates—the game will reward you handsomely for 
blowing it up. The good news is the game doesn't 
take itself seriously at all, so you can't help but 
laugh with it, rather than at it. 

• 

LIKE A FAT Kip LOVES CAKE 

As you blast your way through the game, you'll be 
tasked with small "Scenarios" usually consisting 
of "kill X number of X enemies in X seconds." 
Meet the criteria and you get rewards like points, 
special ammo, and grenades. Fiddy can also stop 
off at payphones to contact his arms dealer Raoul 
and buy 21 unique weapons, 14 diverse close- 
quarters counter kills, or even brand new taunt 
packs, ranging from "Ghetto Thug" to "Mac 
Daddy" status. 

The counter kills are always a blast to watch 
but the single-button quick-time-event format 
they're presented in is just tiring, and the 


ridiculous profanity found in the newtaunts, while 
entertaining, does little to enhance the overall 
gaming experience. Thankfully, the weapon 
variety is awesome and certain guns have add- 
ons such as sniper scopes for taking out enemies 
from a distance. 


Соор Lookin’ OUT 

I was seriously disappointed by the game's lack 
of local multiplayer—you can play co-op online— 
and the shortage of gameplay variety. | also hated 
the fact all unlockables consisted solely of 50 Cent 
songs or videos in light of extra gaming content. 
So if you want variety, depth, and a story you 
can really sink your teeth into, look elsewhere. 
However, if all you want is a mindless gold-and- 
platinum coated shoot-em-up experience, then 
Fiddy's your man.—Will Herring 


Visually impressive; solid controls; 
hilariously campy story. 


PRO: 


CONS: Texture popping; no local multiplayer; 
repetitive gameplay. 


AVALON CODE 


“Rise from your grave!" From Altered Beast beat ‘em ups to Phantasy prona 
Star RPGs, the Ultimate Genesis Collection has just about everything. Sys = 


ith over 40 classic Sega Genesis 
games packed onto one disc, Sonic's 
Ultimate Genesis Collection brings 


players back to the glory days of 16-bit gam- 
ing. With an incredible amount of variety, the 
Ultimate Genesis Collection is nothing short of 
a pixilated party for your 360. 


WHAT's OLD is NEW 

The Ultimate Genesis Collection comes jam- 
packed with a shockingly wide assortment of 
readily playable titles, complemented with 
in-game achievements that often reward you 
with brand-new games, arcade exclusives, 
and interesting interviews with the minds be- 
hind some of gaming's greatest hits. As you 
browse the Collection's library, you can sort 
games by genre, alphabetical order, or even 
by your personal favorites, allowing you to 
rank each game. 

One of the most interesting aspects of 
the Collection is the Museum option of- 
fered up whenever you scroll over a game. 
With a press of the B button, you're given 
a synopsis of the title you're about to play, 
interesting facts about the game's produc- 
tion, and, to top it all off, the game's origi- 
nal box and cartridge art. Let me tell you 
now that nothing brings a nostalgic tear to 


Please, | beg you to destroy all 


those creatures! 
= v. 


my eye like looking at the box art for Ecco 
the Dolphin. 


ULTIMATE, INDEED 
All of the two-player games support local 
multiplayer, so you can bash away with a 
friend in games like Golden Axe and Alien 
Storm. Whether you're taking these games 
on solo or with a buddy, the sheer excitement 
and nostalgia is overwhelming, and truly adds 
to the overall experience. While the games 
support 720p, there's really no reason for it; 
these are the classic Genesis games you saw 
back in the early 90s, so don't expect any 
revolutionary graphics. Still, the aging is rather 
relevant with some of the more obscure titles 
(Congo Bongo, Gain Ground) thatare really just 
there for the memorabilia factor rather than an 
actual reason to pick up the compilation. 
Sonic's Ultimate Genesis Collection is 
an extremely solid assemblage of some 
of the Genesis's greatest hits, with extras, 
achievements, hidden interviews, and an 
entire museum of concept art thrown in for 
good measure. It’s definitely worth a look 
from old-school gamers looking to re-live the 
glory days when a hedgehog didn't need a 
lame Werehog curse to prove that he was the 
baddest mascot around.—Will Herring 
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he world is ending, and in order for it to be 
T reborn, you are tasked with collecting info 

about the one you're in. Fire spirit Rempo is 
more than happy to show you how to scan items 
into the book for later use—things like bread, 
swords, hats, townspeople, and enemies can all 
be scanned and modified by shuffling around lit- 
tle Tetramino codes for different attributes. 

Customization and puzzle solving via elemen- 
tal reconfiguration is an interesting concept, but 
I'm less enthusiastic about the putzy way it has 
been implemented here. Your code inventory only 
has four slots, so most of your pieces have to be 
spread throughout the various accessory pro- 
files, forcing you to flip through your book trying 
to remember where you put that damned elbow- 
shaped shadow code. 

The battle system has some depth to it, since 
therearefourdifferentschoolsofweapons:swords, 
hammers, bombs, and daggers. Often times boss 
encounters will have some sort of trick involving a 
recently acquired skill, like using a bomb to knock 
an enemy's weapon away, but there is definitely a 
lot of button mashing in the field. 

Avalon Code is a pretty linear game with lots 
of hidden things to find, and some fun little side 
tasks. Battles can getrepetitive, butevery now and 
then an encounter requires a bit of clever strategy. 
Unfortunately it's pretty easy to де bogged down 
in the code shuffling system, although the power 
of mix-n-matching your world is fancy enough to 
maybe warrant a shot.—Emily Balistrieri 


PROS: Fantastic selection of classic games; no 
load times. 


CONS: Couldn't Sega have figured out a way 
to include Gunstar Heroes? 


y pren 
of hack-n-slash and strategy. 


CONS: Code storage/use is a pain; possible to 
get stuck with no magic in some puzzles. 
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attacks. 


Ally Turn 


ing strong for over a decade now. Ever since 

the original debuted on the original Playsta- 
tion, fans have been looting and leveling their way 
through installments of the Norse mythology-in- 
fused RPG series. DS owners have had to wait 
patiently to get their hands on a Valkyrie title but 
it was worth the wait: Covenant of the Plume is 
a deep, yet accessible experience that franchise 
fans can be proud of yet it'S accesible enough that 
even newcomers will find it difficult to put down. 


T he Valkyrie Profile franchise has been go- 


VENGEANCE REVISITED 

As Wylfred, a young warrior seeking vengeance 
against a god for his father's death, players em- 
bark on a battle-heavy quest, complete with the 
requisite lush fantasy lands, mythological beasts, 
and NPC's that like to talk a bit too much. Of 
course, angsty heroes that wouldn't look out of 
place in a boy band are also out in full force. The 
game's coolest feature, its battle system, is about 
90 percent turn-based and 10 percent real-time, 
allowing for a compelling mix of cerebral tactical 
strategy cut with the satisfying ability to whack 
your enemies with giant swords. The system un- 
folds on an isometric grid, encouraging effective 
flanking attacks that make for some rewarding 
encounters, especially when your screen is brim- 
ming with baddies. Once engaged, you're able to 
unleash all members of your party—mapped to 
the four face buttons—individually and in sup- 
ported strikes for a variety of melee, ranged and 
magic-based attacks. 


THE WEIGHT OF A OUILL 

The titular feather also plays a significant role in the 
game's battling, as Wylfred can assign its power 
to an ally, granting him or her with near-invinci- 
ble skills. The battlefield-clearing upgrade comes 
with a steep price, though, as the melee's conclu- 
sion will see the plume's host so overwhelmed 
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by its power that they drop dead. This tide-turning 
mechanic really ups the ante when the odds are 
against you, forcing a weighty decision be made 
that could find you choosing success, but with 
deep sacrifice in the heat of battle. 

Fantasy RPG fans will find a lot of familiarity 
in Covenant of the Plume’s somewhat formulaic 
story and presentation, but the addictive bat- 
tling and character leveling should keep them 
gripped till the closing credits. The title’s refresh- 
ing accessibility also makes it a perfect entry 
point for those new to this under-the-radar fran- 
chise. Just be careful who you give that feather to. 
—Matt Cabral 


ig Bang Mini is a shoot-em-up with some 
3 Fourth of July flare. Use your stylus to flick 

fireworks at enemies, and drag your ship 
around to evade. Sometimes the level-specific 
special moves with more precise stylus motions, 
like the Aurora level's whirlwind, were hard to pull 
off, but that is my only complaint. 

Each of the ten locations features different 
graphics, music, and enemies. Themes mean you 
won't have to deal with boring palette swapping. 
Right as you feel like the current groove is getting 
old, you're into a multiform, bullet-hellish boss 
battle, and then an exciting new area. Occasion- 
ally, random chance dumps you in a retro round 
where, | have to admit, they almost had me feel- 
ing the Twilight Zone vibe with their ominous in- 
tro, "There is nothing to win." 

Besides arcade mode, you can shoot it out with 
afriend (singlecart!), complete missions involving 
limited ammo level completion, speed runs, and 
other hardcore tasks, fight for Wi-Fi high scores in 
Challenge Mode, "Relax" while admiring displays 
of each level's exclusive fireworks designs and, fi- 
nally, unlock a cute alarm clock that allows you to 
wake up to any BGM track. At $20, Big Bang Mini 
is hard to pass up.—Emily Balistrieri 


fun-to-master battle mechanics. 


CONS: Excessive text dialog; very formulaic 
presentation. 


ons of design and gameplay variet 
well-scaled difficulty; lots of modes. 


CONS: Relatively minor control issues with 
special moves; maybe too much unlocking. 


MAD CATZ STREET FIGHTER IV 


ARCADE FIGHTSTICKS 


A third-party accessory that's actually worth a damn? You bet your Hadokens. 


G amers who are serious about their fight- 
inggames haveittough; whilethe games 
themselves are amazing and near arcade 
quality, console controllers were less than wor- 
thy for virtual fisticuffs. The only solution was 
to invest in a dedicated fighting stick but for 
the most part, they're shoddily constructed. 
But thanks to Mad Catz, fighting fans have rea- 
son to hope—the third-party peripheral maker 
has teamed up with Capcom to produce two 
Street Fighter IV themed controllers that are 
pretty damn sick. We recently tested their Ar- 
cade FightSticks and walked away bruised and 
battered by their awesomeness. Our review 
lies below but if you want the "tl;dr" version, 
here it is: do not play Street Fighter IV, or any 
fighting game for that matter, without one of 
these sticks. Trust us on that. 


TOURNAMENT EDITION 

For the Tournament Edition FightStick, Mad 
Catz basically took an arcade cabinet's control 
layout and shoved it into a wide base. The Tour- 
nament Edition uses the same Sanwa joystick 
and button components as the actual arcade 
machine and the layout is identical, meaning 
it faithfully recreates the arcade experience 
at home. It also has some sweet features like 
the ability to assign two levels of turbo—fast 
and medium—to each of the eight buttons. The 
Start and Select buttons have been moved to 
the rear of the base and there's a little switch 
that lets you turn off the Home button so you 
don't accidentally interrupt your gaming expe- 
rience. There's also a slider thatlets the joystick 
mimic either the Left Analog stick, the direc- 
tional pad, or the Right Analog stick, which 
means you can use the unit for things other 
than fighting games; downloaded classic ar- 
cade shooters off of PSN or XBL, for instance. 


There's also a small compartment in the rear 
where you can store the USB cable; the 360 ver- 
sion also comes with a headphone jack so you 
can plug in your headset and trash-talk your op- 
ponents online. We let our resident Street Fighter 
IV junkie, McKinley Noble, take the stick for a test 
drive and this is what he had to say: 

"The Tournament Edition Stick has to be the 
most solid piece of arcade home-hardware I've 
ever seen. Even better, it’s about five times qui- 
eter than most other sticks you can buy (no more 
crappy Hori gear for me!), which means that you 
won't have to yell over the 'click clack' of the con- 
troller. Despite its size, the stick is pretty heavy, 
too. One of the worst problems we've had at 
GamePro is trying to keep our old Soul Calibur IV 
sticks from flying out of our hands during a fight, 
and the SFIV Tourney Stick is just weighty enough 
that it won't budge, even under some of our most 
severe button mashing. Hardcore players should 
have fun lording this sleek piece of Street Fighter 
gear over their competition during local SF tour- 
naments (those lucky jerks)." 


FUN FACTOR : 


52525424 


$149.99 (PS3/Xbox 360); madcatz.com 


STANDARD EDITION 

It's basically the Tournament Edition but smaller 
and without the arcade quality buttons and joy- 
stick. It has the same features but costs about 
half as much. McKinley gave the Standard Edi- 
tion stick a whirl and had this to say: 

“I'm just going to say it right off the bat: the 
Standard Edition is more comfortable than the 
Tournament Edition stick. It has sturdy qual- 
ity and sound muffling on par with its bigger 
cousin, but | like the Standard stick mostly for 
the fact that it’s one you use on your knees or 
lap. You're not going to be to use that glorious 
Tournament Edition controller while sitting on 
the couch, but this smaller stick is prefect for a 
more relaxed fighting environment. Also, | like 
having the Turbo system directly above the joy- 
Stick, as opposed to its slightly leftward place- 
ment on the Tourney controller. Oh, and the 
artwork on this one, featuring the original eight 
SFII cast, is just plain awesome." 


Nee | 
FUN FACTOR 
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GamePro reviews all the hottest new games as well as top current hits. For full 
reviews, trailers, screen shots, and the best prices, please visit GamePro.com. 
Games in red are Editors’ Choice, and have received a score of ЖЖЖЖ: or higher. 


NAME OF GAME SYSTEM(S) PUBLISHER QUNM. 


ISSUE 
ESRB REVIEWED 
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Castlevania Judgment ii Konami 


The Chase: Felix Meets Feilcity 


Dead Space 


| __________| NUN 
[эжеш ы 7 


LITE. 


FEA.R. 2: Project Origin 


Prinny: Can | Really Be the Hero? PSP 


Xbox 360 


(NOT SO) BIG LIST 
Game 
Banjo-Kazooie: Nuts & Bolts (Xbox 360). 


BioShock (PS3)............. 
Blitz: The League |! (PS3). 5 92422 1454 
Castlevania: Order of Ecclesia (DS „СА 
Chrono Trigger (DS). оссо 
Fracture (Xbox 360). „ЖЖ 
Golden Axe: Beast Rider (PS3, Xbox 36! „ВС 
Infinite Undiscovery (Xbox 360)...... te ss 
LEGO Batman: The Videogame (Xbox 360). ЖАК 
‚ЖА 


Mario Super Sluggers (Wii)......... 
Mercenaries 2: World in Flames (Xbox 360 
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Game 


Naruto: Path of the Ninja 2 (05). 
Rock Band 2 (Xbox 360)...... 
Silent Hill: Homecoming (PS3, Xbox 360 
Sonic Chronicles: The Dark Brotherhood ( 
Spore (PC) 
Star Ocean: First Departure (DS) 
Tales of Vesperia (Xbox 360) ...... 
Tom Clancy's EndWar (PS3, Xbox 360) . 
Viva Pifiata: Trouble in Paradise (Xbox 36! 
Wario Land: Shake It! (МИП)... 
Yggdra Union: We'll Never Fight Alone (PSP 


WiiSPEAK AND 


ANIMAL CROSSING: 
CITY FOLK 


The Letter of t 
the Wii Speak 
of Animal Cro 


THE FUTURE OF GAMING 
LOVES HOLLYWOOD 

At the 2008 Video Game Awards on Spike, 
1 heard Kiefer Sutherland say that he be- 
lieves gaming and motion pictures will 
merge into what he calls, "a great new 
form of entertainment." Personally, | think 
a new form of entertainment would be 
awesome, but I’m just not ready for such 
a big change, and to see gaming replaced 
by something else. My question being, is 
Mr. Sutherland on the right track and will 
games and movies merge? Or is it way off? 
And, if he is incorrect, then what do you at 
GamePro believe the future of gaming will 
be like, based on fact rather than specula- 
tion. Sean Kracht—Via Internet 


GamePro thinks Mr. Sutherland should 
Stick to one-hour sit-dramas (is that a 
word?), because his prediction that mov- 
ies and games will entirely merge is way 
off. Like movies and music, there are paral- 
lels in movies and games. But movies and 
music haven't merged after such a long 
courtship—neither will movies and games. 
Popular forms of entertainment always in- 
fluence each other, that's all. 


ТОР 10 PS3 GAMES 


What do you think are the 10 best PS3 games? 
Р.5. Sid's Static section is cool. 
Zac S.—Via Internet 


Here you go 
(Google "The 24 Best PS3 Games" for the full list): 


10. Super Stardust HD 

9. Assassin's Creed 

8. Resistance: Fall of Man 

7. MotorStorm 

6. The Orange Box 

5. Call of Duty 4: Modern Warfare 

4. Ratchet & Clank: Future 

3. Uncharted: Drake's Fortune 

2. Grand Theft Auto IV 

1. Metal Gear Solid 4: Guns of the 
Patriots 


HALO NEEDS A NEW SPECIES 

| loved the previews for the upcoming Halo 
Wars and Halo 3: ODST games. They look awe- 
some. However, Bungie needs to expand its web 
of aliens. You can only fight the same jackal so 
many times before you need a new bullet sponge. 
l've read the books and realized that there was 
a species that wasn't included in the games: 
the engineer of the covenant. Will this species 
be involved in either of the upcoming games? 
Maybe other new species? Cortana knows 
we need it. Brandon Anderson 一 Via Internet 


We're not sure what the brains at Ensemble Stu- 
dios and Bungie have cooking, but you're right: a 
little enemy variety could go a long way. 


NINTENDO TAKING SHORTCUTS 
Why won't Nintendo take larger steps in their 
games? I’m reading about games like Pokemon 
Platinum, Animal Crossing: City Folk, and others 
that only have tiny tweaks as opposed to being 
fully-fledged new games. | love Nintendo and their 
games. But some of the upcoming ones just seem 
like modded versions of the older ones. Let's take 
it up a notch, eh? Апопутоиѕ Via Internet 


Unfortunately, with the recent announcement of 
upcoming GameCube titles reworked with mo- 
tion-controls for Wii, it doesn't get much better. 
But fear not, Wii owners, | have two words for you 
in 2009: Punch Out. And I’m betting a next-gen 
Zelda will make an appearance, or better yet, see 
the light of day later this year. 


Rock BAND 2 TYPO 

І was just enjoying the fabulous Rock band 2 that 
| received for Christmas when | noticed a typo 
in the game (at least in the Wii version). While 
scrolling down the list of cities, | saw that you 
could play in "Rome." But over the picture of the 
city, you see "Roma." Just when | thought | found 
a flawless game! Ryan Everson—Las Vegas, NV 


Au contraire, Ryan. "Rome" in Italian is actually 
“Roma,” so there. Maybe Harmonix has some Ital- 
ian developers for all we know. 
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think. Max—Via Internet 


Raychul responds: 


THOUGHTS ON PLAYSTATION 
НОМЕ 

After playing PlayStation Ноте for the first 
time, | was extremely impressed by its features 
and sociability. Once, while wandering in the 
central plaza, | saw a female avatar get groped 
by five guys. Fascinated by the attention, | de- 
cided to make a hottie female avatar, and after a 
mere 13 seconds, | was surround by five differ- 
ent guys. | heard a lot of sexually explicit com- 
ments that | won't write here, but it angered and 
bothered me. It would be nice to see a few more 
free downloads on Home to avoid the type of im- 
maturity. M M, MustafarMaster—Via Internet 


Night at the Roxbury behavior for the loss. 


Are gamer girls attracted to guys who play video games, or would they rather go for the non- 
gamer ones? | know this is a case-by-case kind of question, but Га like to know what you ladies 


As you said, it depends on the individual. | personally would not be interested in a guy who 
wasn't a gamer. Gaming is such a huge part of my life that | need a guy who understands and 
shares my passion. | want a guy to play games with, and a guy | can 'geek' out with. | am sure 
dating non-gamers might work for some girls, but for me it's a must. 


Send your questions to the Game Girls at GameGirl.com 


и ас ере or SO era ата D 


ры. 
C ) Home 


SHORTER GAMES 


| don't 
games, 


shorter 
but | was 
wondering why the 
latest Final Fantasies 
are only one disc and 
not three or four like the 
seventh, eighth, and 
ninth games? What's 
up? Evan—St. Louis, MO 


mind 


Simple: DVD holds upwards of 9 gigs of data, 
more than 10 times of CDs. That and storage 
compression is much better these days. Case 
closed. 
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M-RATED GAMES 

Why is it people think T-rated games cant be as 
good as M-rated ones? Consider Prince of Persia, 
Mirrors Edge, Uncharted, and LittleBigPlanet— 
all great games. Developers don't need to drop 
F-Bombs into games like Killzone and The Club 
just so they can attract more sales with a ma- 
ture rating. Lame. Anonymous—Via Internet 


Uncharted is my favorite PS3 game of all-time, so 
you have my support. Developers definitly need 
to town down their forced drama. We've arrived 
already, fellas. Play it cool from here on out. 


THAT AIN'T RETRO 

| just looked over the last feedback sec- 
tion and went to the next page, and 
| saw Legend of Zelda: Minish Cap and Resident 
Evil 4 in the retro section... Those aren't retro. 
When | think of retro | think think pixels the size of 
erasers ona pencil. Minish Cap and Resident Evil 4 
are not that, and for goodness sake, Resident Evil 
4 was the most recent installment. So what's your 
definition of a retro game? Ethan—Boston, MA 


You busted us, Ethan. Instant Classics would have 
better defined those two games. I'll be sure to la- 
bel correctly next time. Just know "retro" is de- 
fined as being "of or designating the style of an 
earlier time," which is open for interpretation. 
Probably not as loosly as we used it, but open 
nonetheless. 


LocusT vs. CHIMERA 

Who do you think would win in a fight? The Lo- 
cust Horde from Gears of War or the Chimera 
from Resistance? Anonymous-Via Internet 


Isthere any question? The Locust Horde of course. 
Chimera may be uglier, but the Locust are beyond 
aggressive. Locust 1. Chimera 0. 


ој» 


NEW HANDHELDS? 

When will a new handheld be announced, let 
alone released? I’m talking Nintendo or Sony. And 
I don't mean a "new system" like the DSi, which is 
really justan updated DS Lite. I mean anewsystem 
with new games and stuff. Schlug P.—Via Internet 


As a fellow handheld lover antsey for a revitaliza- 
tion of AAA portable games, | have no idea. But 
I wouldn't expect anything, and | mean anything, 
this year, or maybe even the next. In Aug. 2008, 
Nintendo sold more DS Lites than any other game 
system in history for a single month. With sales 
like that, it'll be a while. Sony, on the other hand, 
is just the opposite. PSP sales have slowed to a 
crawl due to a sore lack of games. That could en- 
courage them to release a new system, or it could 
make them lick their wounds and regroup for a 
while. Your guess is as good as ours. 


MULTIPLATFORM REVIEW 
CONCERNS 

lve noticed that when reviewing multiplatform 
games, you usually review the Xbox 360 version. 
In issue 224, your review of Call of Duty: World 
at War noted that the online play was "virtually" 
flawless. This may be the case with the 360 ver- 
sion, but my experience with the PS3 version 
leaves much to be desired, given level glitches, 
rampant cheaters, and difficulty in accepting 
friend invites. Why can't there be reviews for 
all versions of games to help prospective own- 
ers decide what's right for them? | understand 
that would be a huge work load, but at least the 
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Source: Nielsen Media. Results 


ВУ THE NUMBERS 


Thanks to 140 million owners, the PS2 was last year's most-played 


console, according to independent bean counters. 


PlayStation 2 
Xbox 360 
Wii 

Xbox 
PlayStation 3 
GameCube 
Other 


RO.COM POLL 


Chris! So Glad 
you could make it. 
Welcome to our 
secret club. 


very least, major multiplatform games should be 
compared in-depth. Hogmodule—Sanford, ME 


We hear you, Hogmodule. With so many games, 
however, it's a balancing act to decide how long 
we spend with each version of a multiplatform 
game. But thanks to your letter, we'll be more 
mindful of important comparisons like online 
multiplayer when reveiwing major multiplatform- 
ers from here on out. 


RESIDENT EVIL 15 DEAD 

I'm a long-time Resident Evil fan. I've played all 
the games: from the original, to its Director's Cut, 
to the remake. | even played those awful Outbreak 
games that were worse than Back Yard Wrestling. 
My question: where is this series going? Capcom 
has strayed from all the great aspects that made 
Resident Evil 1, 2 (especially), and 3 fantastic. 
There's no longer a sense of absolute helpless- 
ness against the monsters; no more hearing the 
shuffling and moaning of zombies just off screen. 


30.2% 
18.2% 
13.5% 
9.1% 
7.7% 
4.4% 
16.9% 


There are no more antagonists to stalk Leon, 
Claire, or Jill throughout the entire game; no more 
extreme backtracking just to pick up something 
like the Rook Plug. There are no more sudden mo- 
ments of sheer terror (dog corridor, Lickers bust- 
ing through windows, Nemesis getting the drop 
on you); and there’s more than enough ammo to 
kill everyone which is unfortunate, because part 
of the game should be choosing your battles 
wisely. Hell, Umbrella and the T-Virus/G-Virus 
aren't even the enemy anymore, and the Las РІ- 
agas kinda suck. RE4 is a great game. RE5 looks 
to be. But they are Resident Evil by name only. 
Aaron W.—Monroeville, PA 


An obvious concern with Resident Evil 5 isthatthe 
game is eerily similar to 4. l'm sure some won't 
think of itas a problem, but ће amount of daylight 
and co-op of the fifth game, for what was origi- 
nally a isolation game, is disheartening. Maybe 
this will be the game to make Capcom rethink the 
series yet again. 
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FEEDBACK 


WRITE TO Us: 


2 і ? Wri i 
$ Downloadable Reviews Got a question or comment Write to us wi 
your name and town via e-mail: letters 


- m Г gamepro.com or GamePro, Head2Head, 501 
НЕЙ CALL OF ATLANTIS го . | | 2 2nd St., Ste. 114, San Francisco, CA 94107 (Be 
> Е Vibrant colors and enjoyable gameplay ve m. < sureto tell us yourcity and state, too.) The best 
ТЕЛЕ И mixed with tiny, repetitive graphics by ) 3! i letters will be rewarded with publishing brag- 
ITE Sean Ely as j м ging rights in future issues of GamePro. 


If patience isn't a virtue in your life, one might find E H^ : ) d E H CONNECT ONLINE: 

the hide-and-seek challenges a bit ridiculous, as D F h Go online, follow your favorite games and sys- 
tiny pieces of crystals and other items are scattered tems, and sound off on breaking stories. 
across an already bunched-up screen. However, 
the game delivers and does what it set out to do: 个 3 Ld 3 GamePro.com 

entertain its audience and reestablish a concept with 3 3 Breaking, extensive, and media- 
fresh ideas, a short learning curve, vibrant colors, Т В | чв 7 4 rich coverage of the biggest 


and informative facts on world's cities. and freshest games. Check out 
the forums, too—they're the 


Internet's best-kept secret! 


Doritos DASH OF DESTRUCTION Games.net 
(Xbox 360) Aggregate gaming hub for 


Free fun and easy points overcome lame music бате E] views, original features, and 
and short length by Andrew Ramsey up-to-the-second blog posts. 
The best thing, besides that it's free, is the fact У SI Mio SESS 
that Doritios Dash has the easiest achievements to date. SlobsOfGaming.com 

While it may only be 200 extra points, that is a couple hun- 9958$ Full of unhealthily obsessive fea- 
dred that you did not have before. The fact that it is free E Ij tures, gaming culture, and over- 
makes those points even better because all you wasted enthusiastic gaming detritus. 
was maybe 25 minutes or so to get EET ОИ 
them. That's not saying this is a bad ggg GameGirl.com 

title—it is actually quite fun and of- Ҹ à К Girls play video games, too! 
fers some cool gameplay to keep Д 
you entertained. 


GamePro.com network. 


OMGHalo.com 
24/7 coverage of all things Halo. 
All hail Master Chief! 
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| This month's winner 
receives 


A Samsung BlackJack Il 
with Guitar Hero Mobile 
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MOBILE 


Send us your art! j : 
GamePro magazine * Art Attack Jonathan Contreras 


501 Second Street, Suite 114 
San Francisco, CA 94107-1431 of Bell Gardens, CA 


artattack@gamepro.com 
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BRAD PITT LOOK-ALIKE HIT BY VIN DIESEL. 
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WHEELMAN 


PS3, XBox 360 


This screen shot is the perfect depiction of what it's like to play Wheelman, starring Vin 
Diesel. There's action around every corner on the streets of Barcelona as the developers 
aimed to make Wheelman as much like a Hollywood action movie as possible. Imagine 
a blender grinding up the high-intensity chase scenes of Ronin and The Transporter in to 
one fast and furious smoothie—that's Wheelman. So buckle up and get ready the coolest 
action racing game since Grand Theft Auto. Wheelman hits store shelves on March 20. 
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The Chimera have taken Europe. And for Lt. James Grayson, the 
battle just got personal. The fight for mankind continues in the newest 
Resistance chapter, and it's only on the PSP® system. This action-shooter 
features unique 8-player multiplayer and an advanced third-person 
targeting system. Connect your PSP to your PS3™ with Resistance 2" 
and unlock additional features to help give humanity a shred of hope. 
The Resistance is now everywhere. 
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